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STRIKE'S 


•S BACK! Experience 5 different 


. -„ ht city, snow, jungle 
terrains: night/ cuy/ 


and rivers. 


For more information about Jungle Strike SNES, please call 01753 546 465, email uk-support@ea.com or write to Electronic Arts, P.O. Box 835, Slough, 
Berkshire SL3 8XU. • Software ©1995, Electronic Arts. • Desert Strike and Jungle Strike are trademarks of Electronic Arts. • Electronic Arts is a registered trade¬ 
mark of Electronic Arts. • Super Nintendo Entertainment System is a trademark of Nintendo Co.. Ltd. • Nintendo is a registered trademark of Nintendo Co., Ltd. 
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iperb conversion that takes pride of place in 
IPER NES shoot 'em up library ... Tops withou 
shadow of a doubt... it's a priority buy" 
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YOSHTSISIANU 


SUPER MARIO WORLD 2 IS COMING!!! 

As much as we all love Killer Instinct. No 
matter how desperate we are for NU 64 or 
Virtual Boy. There's one piece of news that 
has been anticipated for almost five years 
now: The new Super Mario game! Now the 
secret is out and NMS has all the information 
you could possibly need at this early stage. 
Short of providing free posters, a money-off 
token, in-depth play guides and special 
Yoshi's Island bum flannel! 


BOMBERMAN 3 


EXPLODE IN YOUR KNICKERS! 

The superb dodge 'n' deal the damage 
\ series continues! B3 is the best yet, 

bringing all-new characters to a classic 
formula. Now Bomberman is able to 
/ ride magic Kangaroo-like animals 
/ called Louie, and takes control of inge¬ 
nious devices to escape the mazes. Turn 
to page 16 and find out more! 


URBAN STRIKE 


VUDDAVUDDAVUDDAVUDDA! 

Incoming! Shoot 'em ups, as a rule, are fairly stan 
dard affairs. You know the sort of thing - destroy 
all aliens using unfeasibly large laser weapons. 
Urban Strike, on the other hand, promises some¬ 
thing altogether different - kill all foreigners using 
unfeasibly large machine guns. It's bloody great! 





















SIM CITY2000 


HURT ME PLENTY! 

As far as games with the word "Sim" 
attached to them are concerned, none are 
more widely known as Sim City. It's stupidly 
serious, unreasonably complicated, but unbe¬ 
lievably addictive. The Japanese love it and 
we're sure the UK will too. Anyway, why don't 
you turn to Page 22 and find out for yourself! 


DIG FOR VICTORY 

Everyone's favourite fish-bait endures 
eight relentless rounds of sight gags at 
the hands of Shiny Entertainment. NMS 
presents a four-page exclusive preview, 
/ in order for our readers to better 
appreciate the poor creep's plight! 
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PORKY SCRATCHINGS 

Titus are inventing games with daft storylines - again. The latest 
twisted invention of their warped imaginations is The Power Piggs of 
the Dark Age, Not only are the three titular Piggs shortly to star in 
the inevitable Super NES game, but a cartoon series of their porcine 
perambulations is in production too - made by the same lot that 
brought us the "hero" Turtles, no less. The game, unsurprisingly, is a 
platform-based affair, seeing the three piggs defend their chain of 
Dark Age Donut stands against a big, bad wolf who inexplicably 
hates donuts. And pigs. We'll have a 
preview of the game next issue. 


CINDER RE-IGNITED 

This is a bit of a non-story by now, but we thought we'd keep you 
abreast of all Killer Instinct developments anyway, so here goes. 
Some of you may have read or heard that the character Cinder has 
been removed from the game. This was, in fact, true for a short 
time. The reasons given were two-fold - he took up too much 
memory and, in the words of the game's producer, Ken Lobb 
"Cinder is a wimp". However, the very latest information from 
Nintendo UK who presumably got it from Rare indicates the Cinder 
has been reinstated as a fully playable character. Rumours that 
Cinder's cohort, Heatshade, may appear as a hidden character 
were still unconfirmed at the time of going to press. Keep an eye 
out for our full and EXCLUSIVE review next month. 

OCEAN DOOMED! 

One of the runaway hits of the recent E3 show in Los Angeles was 
the appearance of ultimate blaster, Doom, on the Super NES. Not 
only was this a complete version of the smash PC game but it ran 
at a decent speed and on a full sized window too - a feat the 
weedy 32X couldn't pull off. We're now happy to report that UK 
console giants, Ocean, have stepped in and bought the rights. 
What's more, they're planning to release it in September. Can we 
not wait - can we not flippin' wait! 


ROCKMAN REVIVAL 

There must be something resembling a rather long and 
unceasing production line at Capcom, its function - to churn 
out Megaman games. Nary a month seems to pass without at 
least news of some new title appearing featuring the artful 
android, and this month is no exception either with the 
announcement of Rockman X3. Like X2, X3 is a 16-meg cart, 
although seemingly without the aid of the CX4 chip that 
helped drive some of the boss characters in the former. Crap 
and ineffectual chips aside, though, we can reveal that X3 
looks, erm, exactly like X2 actually, but I daresay there'll be a 
whole host of new characters and a selection of devastating 
weapons chucked in for good measure. Will this be one of 
Acclaim's first Capcom releases? Acclaim wouldn't say. Rotters. 


CAPCOM CAPTURED 

Things are certainly stirring down at the Acclaim stables and in the 
same week that they announce the MK3 deal we find out that they 
have also snapped up the rights to Capcom's catalogue - including 
the new Street Fighter games. Alas, there is still no sign of Zero on 
the Super NES. Acclaim are promising more Capcomular 
announcements in the near future. 
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ACCLAIM KAPTURE KOMBAT 

Another game that we all feared would never see the light of day in this country 
was Mortal Kombat 3. Ocean's budget obviously didn't stretch to hauling this 
hot item on board with Doom, so it is Acclaim who have eagerly snapped up the 
UK rights. Quite fitting really. We're not going to have to wait very long for this 
blistering title either, as an August release date is being proposed. Could it be 
that Acclaim are hoping to steal the march on the mighty Killer Instinct? Expect 
very much more in the next couple of issues. 


PUYO TWO-YO 

Fans of the ace Super NES puzzler, Puyo Puyo, or Kirby's Avalanche as it's known on 
these shores, will no doubt be uncontrollably joyous to learn of a sequel. Bad news is 
that Puyo 2 doesn't appear to be a two-player affair like its predecessor. Rather the 
player destroys set patterns of Puyo Puyo in the traditional manner with the added 
hazards of having to negotiate barriers, blocks and tight, maze-like structures. There 
are also special-powered and even evil Puyo to contend with. There even seems to 
be a bit of an RPG side to this game too. Like, extra-puzzling or what! More soon. 



GA MONTHLY 

Welcome once more to that stalwart section of the 


news - the Manga monthly. This month's section is a 
bit of a veritable sequel-fest, as we like to say. First 
up is Angel Cop 3 - a tense thriller that sees 
Japan's economy under threat from international 
terrorists. One for the older Manga fan, this. Next 
we have Orguss 02 which, unsurprisingly, takes 
over the mech-warrior action where 01 left off. 
Then we get tooled up for more sassy cat-woman 
action with Dominion Tank Police act 18 - more 
thrilling acts of action and adventure, it says 
here. Topper, we say. Whilst we're in sequel 
mode we might as well mention that 

Legend of the four Kings chap¬ 
ters 11 and 12 are out now 
too - the last in the series for 
all you Kings fans who won¬ 
dered whether the series would 
ever end. Lastly in this supple¬ 
mentary section is Project A-Ko 
2 - a bizarre comedy of manga 
schoolgirls, muscle men, aliens 
and, erm, leisure centres. Truly 
twisted entertainment. And prop¬ 
erly finally we have a proper 
manga movie - Space Adventure 
Cobra. It's a PG and, in the 
words of the press release, is a 
pulse-racing hymn to the "power 
of love, death and heavy weapon¬ 
ry!" I don't think we need say any 
more than that really, except that, 
all titles are on the shelves now. 

Go gettem. 


BANTAM BUGGY 
BATTLES BOYWABDS 

We can EXCLUSIVELY reveal that Street Racer 
is being converted for the Game Boy. Vivid 
Image, programmers of the Super NES origi¬ 
nal, are currently investigating ways to retain 
the ace four-player feature that made the first 
version so cool. 


GUNNING FOR GLORY 

Some months back NMS ran a competition for 
readers to win their own Konami coin-op. The 
lucky winner staggered away with Konami's bril¬ 
liant dunk-fest, Run and Gun. Now we can reveal 
that the Super NES conversion is underway, and 
it's looking rather tasty too. This jam-fest is fully 
four-player compatible, has all the NBA teams, a 
player customising mode and, with its smooth 
animation and speedy play, is a good deal more 
playable than most other Basketball games. 
Watch out NBA Jam! 




IS THIS THE FINAL FIG 

Long ago and far away when there were no good 
beat 'em ups for the Super NES, Final Fight was 
considered something pretty special. By the time 
the sequel arrived with its two-player compatibili¬ 
ty, things had moved on considerably and it 
looked distinctly lacklustre. Now Capcom have 
developed part three and, unhappily, it looks like 
things haven't changed all that much from the 
second instalment. Guy's there along with 
Haggar and at least one other, it's two-player 
simultaneous and, yawn, the enemy-filled levels 
scroll just like they always did. Naturally it would 
be totally unfair to judge without having first 
played it. Wonder whether Acclaim will take this 
one up? 
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r is the calm before the storm in the world of Nintendo, proving conclusively that 
of life left in both the Super NES and Game Boy yet. What further evidence need 
ou than the likes of Bombermen 2 and 3 on the Game Boy and Super NES? How about our 

e on the Super NES? Or our EXCLUSIVE previews of Sim City 
Earthworm Jim? Still not convinced? Okay, you've forced me to 
play my trump card - Super Mario World 2: Yoshi's Island. We've managed to secure the latest, 
Lip-to-datest information on this incredible game, with a wedge of pictures 

canned from 
ant and is 

bound to set new standards in platforming excellence 
and it's all in this very issue. I thankyou... 


. EDITOR: ANDY MCVITTIE 
| ART EDITOR: PETE BARRELL 
r DEPUTY EDITOR PAUL DAVIES 
SOFTWARE EDITOR: PAUL BUFTON 
/ NMS JAPAN: WARREN HARROD 


IW, 


SPECIAL THANKS TO: Mark Edwards for 
being good, Shaun White and all at 
Nintendo UK and D&O for sorting us out, Bernard Dugdale, Karen 
Shillcock, Steve Heley at team 17, Jon Sloan from Konami, Michiko 
Maezawa, Simon Smith Wright for giving us all nightmares and Declan 
Brennan too, but I can't remember why 
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House, Sovereign Park, Lathkill Street, Market Harborough, Leics. 
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Towers. However it's not all bad news, he'll still be 
sticking his oar in and contributing the occasional Gary's 
Gossip pages. He'll doubtless be keeping an especially watchful 
eye on young Mr Peteski Barrell too, for it is he who has been 
deemed "hard" enough to fill Gary's capacious shoes. So it's a big 
CONGRATULATIONS to Big Boy Pete and a tearful "au reservoir" to 
the supreme Cheese Lord and master of all things quilt-related, 


E 





Subscriptions Hotline (9:30-5:30 Mon-Fri) 0858 468888 All subscription 
rates include postage and packing. The annual subscription rate for one 
year is: United Kingdom and BFPO: £34.00 Eire: £44.00 Europe 
Airmail: £44.00 Rest of World Airmail (Zone 1): £60.00 Rest of World 
Airmail (Zone 2): £69.00 Rest of World Surface Mail: £40.00 Nintendo 
Co. Ltd. is the owner of the copyright and trademark rights in certain of 
the characters, artwork, logos and representations used in this publica¬ 
tion. These are under licence to EMAP Images Limited. ©1994 
Nintendo. All rights reserved. NINTENDO, NINTENDO ENTERTAINMENT 
SYSTEM, NES, GAME BOY, SUPER GAME BOY, SUPER NES, NU64, NIN¬ 
TENDO ULTRA 64 and NINTENDO SUPER SCOPE are trademarks of 
Nintendo Co. Ltd. NINTENDO MAGAZINE SYSTEM is the copyright of 
EMAP Images. Any duplication, transmission or use of any of the text or 
pictures contained within these pages without prior permission of the 
publishers will result in legal action and no pocket money for twelve 
years Although we take great care to ensure as far as reasonably possi¬ 
ble the accuracy of the information contained in this magazine, NMS 
and the publishers cannot be held responsible for any omissions or 
errors that may occur. No correspondence with NMS shall be entered 
into, please believe us when we say this. None whatsoever. Any SAEs 
received will just have the stamps ripped off them and donated to the 
local Sick Vole hospitality. 

COMPETITION RULES: EMAP Images and Nintendo employees and 
their immediate families aren't allowed to enter any NMS competitions. 
The Editor's decision is final and his recipe for Penne al Arabiata is dead 
tasty. Ring him up and ask him about it. Yum. 

Mark Fogel of Crewe and the guy who's won this month's Seal comp - 
if either of you're reading this, give us a call - I've lost your addresses 
and can't send you your Ocean prize. 


I had become particularly 
attached to this long and 
billowing coat that I had sal¬ 
vaged from an Oxfam collection 
bag. Alas, the coat had the rank 
odour of a wet goat and my 
mum rather sneakily waited 
until I was out of the 
house - sans coat - 
whereupon she 
chucked it binwards, 
£fl| but not before she'd 
replaced it with a 
m * w clean, box-shaped 
and most dad-like 
number she'd picked 
out for me - and she 
thought she was doing me a 
favour too! I cried for days" 
CURRENT FAVE GAMES:CRAZY 
CROSS, YOSHI'S ISLAND, 
EARTHWORM JIM 2 


NINTENDO PEOPLE SYSTEM 

And so we wave goodbye to 
Gary and Pauli but, sniff, it's 
not like we've seen the last 
of them - unfortunately both 
Ga and Pauli have vowed to 
return on an occasional, 
just-passing-through 
basis - to offer their 
noble opinions on 
the hot new NU64 
games when they 
arrive, no doubt. 

But still, parting is 
such sweet sorrow, 
as the team reveal 
here for the last time... 


ANDY MCVITTIE 

"I wasn't there to say good¬ 
bye to my dearest friend," 
begins our esteemed Ed, 
choking back the tears. " As 
a somewhat 'Gothic' youth, 









Gary Harrod. And more bad news just in - Pauli 

"Sir Tufton" Button has also just been promoted too, mean¬ 
ing that from this issue onwards he'll only be appearing 
in a kind of top, consultative sort of basis that'll no 
doubt involve us in giving him large amounts of cash. 
So, please join me in a rousing chorus of "We'll meet 
again..." and shed a melancholy tear for our dearly 
departed colleaugues. Sob. 

..AND IN WITH THE NEW 

Do you ever lie in bed at night, dreaming of the good life - 
la dolce vita - the immense skive it must be to work as a 
games journo? Ah, those lazy days in front of a warm machine 
playing all the hottest new games months before the rest of the 
world. Oh, those panic-stricken weekends working through the 
night as you struggle to meet that deadline because you've spent 
too long mucking about earlier on. Does that sound like the life for 
you? Then we'd like to hear from you because we're currently on 
the lookout for a new staff-writer to join the NMS team. The ideal 
applicant must be first and foremost a games fan, nay, a fanatic. He 
or she must be 16 or over, be willing to relocate to London and 
must be able to speek and rite good englund too. Add to that a 
cracking sense of humour, a bunch of common sense, the willing¬ 
ness to learn, work hard and the ability to withstand the most outra¬ 
geous "ragging", and you'll start to get the picture. 
Career prospects are excellent, terms and condi¬ 
tions are tip-top and salary is commensurate with 
experience. Now all you need do is write a review 
or preview of a current Nintendo game in your 
own style. We'd also like to hear three things 
you'd change about NMS and why, not forgetting 
to include a covering letter introducing yourself 
and, if applicable, a current CV. All applications 
will be treated in the strictest confidence and 
should be addressed to STAFF WRITER, NMS, 
Priory Court, 30-32 Farringdon Lane, London 
EC1 R 3AU. Get writing! 

(LEFT) Alas, this was to be the last ever issue 
of Machine 16 magazine. Probably because 
the staff have such a downer on life! That 
said Tim Pulman and his buddies have pro¬ 
duced a highly respectable fanzine, in which 
they prove they know a lot about stuff in 
general. They know their video game history too, 
which is always a good sign. If you fancy a read, send an SAE to: 
"Machine 16," 13 Southbrook Road, Countess Wear, Exeter. 

You might also want to send in a copy of your fanzine to NMS. 

We'd be more than happy to feature it here. Send your efforts to 
'FAN-RIFIC!', at the usual address. 





PETE BARRELL 

When he's not making appear¬ 
ances as a John Redwood 
lookalike, the Petester finds 
time for the following 
farewell reminiscence... "I / 
used to have a large col¬ 
lection of teddy bears on 
my bed that I was 
immensely proud of." he 
relates. " But you cannot 

begin to imagine 
the sheer horror 
when I awoke 
one morning 
to find them 
all gone," he 
-r* j continues, 

> visibly begin- 

ning to fill up. 

"Apparently I'd 

had a bit of a peristaltic mishap 
in my sleep and puked copious¬ 
ly over the lot of them. 


Regrettably, my mum, in her 
infinite wisdom, had deemed 
their unfortunate tomato skin 
and diced-carrot 
bedecked state 
. beyond repair and 

had "kindly" tossed 
them all in the dust¬ 
bin. I grew up fast 
If / after that - well, it 

! just wasn't natural for 

a 1 7 year old to carry 
on like that really..." 
CURRENT FAVE GAMES:CRAZY 
CROSS, YOSHLS ISLAND, 
DONKEY KONG LAND 


arms and I had to convert it into 
a short-sleeved effort - but it 
was still cool, " he continues. 
"Unfortunately the erosive pow¬ 
ers of nature were unrelenting 
and within a matter of weeks it 
was reduced further to what 
was, in effect, a rather 
natty neckerchief-cum- 
hood that, frankly, 41 

served no known pur¬ 
pose as an item of 
clothing any more. So I % 

had to bin it. Funny thing 
was, as soon as I got rid of it, 
all my mates told me that it 
was, and always had been, a 
hideous item of apparel that 
nobody else had liked - ever - 
and indeed I had been looking 
rather sad for close on a year!" 
CURRENT FAVE GAMES:EARTH- 
BOUND, PRIMAL RAGE, KIRBY'S 
AVALANCHE 


PAUL BUFTON 

"Without any shadow of a 
doubt my saddest moment of 
farewell is when I had to 
pack up my desk and say 
goodbye to m'colleagues 
here at NMS." says Pauli 
with only a slight 
quiver of his stiff 
upper lip. "It was a 
J. very sad occasion 

J| indeed, putting me 

n somewhat in mind of 
when I was a young 
buck, leaving prep school 
before my first term at Eton. 

It was bad enough having to 
say goodbye to all my young 
chums, but I thought Nursey 
would never stop crying. It 
really was most upsetting..." 
CURRENT FAVE GAMES: 
CRAZY CROSS, DONKEY 
KONG LAND, URBAN STRIKE 


PAUL DAVIES 

"I once had this really cool 
'Urban Dance Squad' long- 
sleeved, hooded top that I 
looked smart in." starts Paul, 
"Thing is, I wore it so often that 
a million holes developed in the 
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Yes, this is Super Mario Bros 51 No, we didn’t 
believe our eyes either! Yoshi’s Island is the most 
eagerly awaited game in five years, and NMS is 
ecstatic to present you with the official low down. 


Nintendo Co. Ltd released the first shots of this top secret project to 
Japan in mid June. Since then NMS has been on Nintendo's case: 
What is the story? How does it play? Is it bigger than Super Mario 
World? When is it released? Well, Japan are looking to have the 
game by early August. The UK release date is to be confirmed (that 
it won't be released at all is unthinkable!!!). Meanwhile all the 
answers we can 
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like the graphics 
have been 
drawn in felt-tip 
pen, doesn't it! 


GAME DATA 


• GAME: YOSHI’S ISLAND 

• BY: NINTENDO 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• PLAYERS: 1-2 

• CART SIZE: 16 MEG 
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Yoshi 

niorphs into the 
Mogura (Mole) 
Tank, and burrows 
underground! 


When baby Mario is lifted from I 
the safety of Yoshi's back a time 1 , * 

A « 

Yoshi races to get him back. \ 

Should he fail, Mario is stolen by 
Kamec and Yoshi loses one life! The 
most time Yoshi has is 30 seconds, but 
only then if he's collected enough Star Men 













































(above) Bow Wow gives chase! You can bet 
this section requires flawless Super Mario 
technique to survive! 


( c otto n m, 
mother y c 


The wall behind <>i/b heroes comes 
crashing into the foreground 1 

Yoshi balances across an enormous 
rotating drum - another Super FX special prop. 


WOT NO POLYGONS 


After StarWing and Stunt Race FX, you might 
suppose Nintendo's FX chip is used only for 
generating polygons. Not so. Take a look at 
the second Boss for example. Its body shifts 
and distorts in a way never seen before, and 
it's all down to the FX chip's power. Many 
characters and backgrounds in SMB5 rely 
upon the processing power of the Super FX to 
scale and rotate, or present them as a 3D 
object. Imagine the possibilities! 
















































(right) The i 
sequence is 
rendered , 
using 
Silicon 
Graphics. 






(above) Yoshi plays catch. Or 
should that be 'drop!' Whoever 
lets the giant marble fall is the 
loser. 


(left) Here Yoshi has three 
attempts at a scratch card. 
There's the possibility of gaining 
three credits out of this. 
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ISLANP HOPPING MAP 

Completing Super Mario World involves 
V finding all 96 worlds. That's 100% of the 
\ game's secrets. Yoshi's Island is divided 
\ over six courses, each of which is split 
I into eight areas. In every area Yoshi is 
I to find 100% of its secrets, a 


ind his per- 

J formance is recorded by the game's bat¬ 
tery-backed memory. This is no-nonsense 
Super Mario style game play, involving 
some serious thinking to winl 


FLOWER MAN IN THE CAN 


The end of every stage is signified by a Goal, 
in much the same way as it is in Super Mario 
World. The difference here, though, is the 
addition of a roulette game. Crossing the line 
triggers the wheel of fortune, comprising of 
Star Men, Flower Men, and Coins. Should the 
Flowers come up trumps, Yoshi is taken to a 
bonus game, of which there are six types. 
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F / Yoshi discovers that even his 
eggs aren't good enough to crack 
this Boss. He resorts to flinging the 
enemy's orange balls back instead. 


WATER MELONS EVERYWHERE 

Yoshi respects Water Melon etiquette by blurting seeds out all 
over the place. There are a few strains of Water Melon, the ben¬ 
efits of which vary depending on colour. The red ones, for exam¬ 
ple, cause Yoshi to breathe fire!!! 
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(BELOW) 

This Red Flower 
swallows Yoshi 
whole! He's just 
one of the 100 
new enemies 
that inhabit 
Yoshi's Island. 


mi 


00' HAVEN'T YOU GROWN.' 

When Yoshi meets the first boss, it appears the varmint is of no 
threat at all. It's tiny! Kamek soon puts paid to that situation, 
however, by swooping onto the scene riding his broom, scatter¬ 
ing magic growing powder about the place. Hey Presto! One 
big, bad boss! 

ZJ/ 


Yet more bonus stages are 
locked away behind closed 
doors. Find the right key and 
Yoshi gains entrance to one 
of the special Mini games, 
devised by his fun-loving 
dino clan. 


Giant 
Wan Wan drops 
out of the sky , 
after falling 
from the top of 
a mountain! 
Yoshi can deal 
with him , so 
long as he sees 
it coming. 


ON CLOUPS ANP SILVER LININGS 


More all-new features exclusive to Yoshi's Island are: Red Coins 
- collect all 20 in every stage for BIG points. Question Mark 
Cloud - drops Star Men, and cracks open the Red, Pink, and 
Yellow eggs. Switch - opens new roads to secret places. 
Information Block - works in the same way as the radios in 
Super Mario World. 
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BLUE LOUIE 

Don't you just hate it 
when some wise guy traps 
you in a corner with a 
carefully timed kick 
bomb? Blue Louie's here 
to redress the balance 
with a pair of size 1 0 
DM's. 


YELLOW LOUIE 

Using his psychic energy 
yellow Louie can shake 
the very foundations of 
the bombing arena 
causing the soft blocks 
to move. Ace for trap¬ 
ping creepy creatures! 


GREEN LOUIE 

On their own the bomber 
people tend to be a bit slow 
in the feet department. No 
need to worry, grab a green 
Louie. 


PINK LOUIE 

Stuck in a corner? Need a lift 
out of a tricky situation? Call on 
the pink 'un and his jumping 
ability. 


BROWN LOUIE 

More of a sort of a greyish 
brown, this fine fella has a 
talent for laying lines of 
bombs. 


To this date people still claim Bomberman is the 
greatest multi-player game on the Super NES. And 
they ain’t far wrong - since his bombing exploits 
coupled with that essential accessory, the 
Multi-Tap, gangs of gamesplayers have 
been burning the midnight oil. And now, 
the time has come for his third adven¬ 
ture to begin. Join us as we take an 
EXCLUSIVE preview look at the all- 
new Bomberman title for the 
Super NES. 


When it comes to the Story Mode, over 
the course of time Bomberman's adven¬ 
tures have taken him the length and 
breadth of the known Universe. Battling 
against the forces of evil, the Bomb 
Meister has had only his wits, a inex¬ 
haustible supply of explosive charges, 
and the occasional power-up icon to 
clear the way of nasties. Once again his 
mortal foes have amassed their forces 
to infiltrate the galactic computer net¬ 
work and bring civilisation to its knees. 

Building on the success of the past titles, Bomberman 
3 promises to take the blasting to new lengths with 
the inclusion of updated graphics, a two player 
Story option, and other assorted delights. Can 
you wait any longer? Well, get on with it and 
check out the latest details below. Go on! 


LOUIE! LOUIE! 

Only ever seen before in Bomberman's venture last 
year on the Megadrive, the kangaroo-like Louies 
have proved too popular to be left out of the third 
Super NES instalment. Creatures of myth and legend, 
the Louie come to Bomberman's assistance in a vari¬ 
ety of ways. Sprouting from giant eggs, each 
different colour representing a 
bonus attack or special abil¬ 
ity. Let's find out what the 
Louie can do... 


GAME DATA 


m GAME SUPER BOMBERMAN 3 

• BY: HUDSONSOFT/VIRGIN 

• RELEASE: OCTOBER 

• GAME TYPE: PUZZLE GAME 

• PLAYERS: 1-5 

• CART SIZE: 12 MEG 
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TRO UBLESOME 


ALL-NEW BOMBERMAN BL ASTS !! 

TRAMPLE THE OPPOSITION LOUIE!! 


FIVE PLAYER 

Not only has Bomberman undergone more facelifts than Michael 
Jackson in the adventure sections of the game, but this latest 
version also boasts five player Battle Mode mayhem. Yep, that's 
right, plug in that old Multi-Tap with four pads in one port, and 
one in the other, and away you go for extreme bomb-blastic 
business. On offer are 11 different locations for battle fanatics, each 
featuring individual traps and warps for added confusion. Prepare to 

be hassled in all of the Story 
Mode worlds, and few more 
for good measure. 
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PREVIEW 
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m PARTNERS IN CRIME 

|V Whereas before in previous Bomberman 
games, the Story Mode was a solitary 
) affair, this time round it's possible to team 
up with a chum. Between the two part- 
i| ners three lives have been set aside, i 
but once the supply has been ^ 

exhausted one of the team has to A 
sit on the sideline until an extra life M I 
can be recovered from underneath a 

rock or racking up the points. / / 


(ABOVE) With my new 
^ improved Bomber bad- 
dies, I vill rule the 
Universe! Bru- 
ha-ha-ha!" 


(RIGHT) Destroy 
the two yellow 
orbs and 
Bomberman can 
collect the vital 
piece of silicon 
to restart the 
planet's security 
computer. 
Blimey! 


MISERY GUTS! 

There's nothing more frustrating than being knocked out of a multi¬ 
player round of Bomberman, only to have to sit around for ages 
until everybody else has been knocked out - Pah! If only there was 
some way you could stay in the game and cause mayhem and mis¬ 
chief for the remaining bombers, hmm... Well, stop the presses, 
because now there is a way in Bomberman 3. Called Miso 
Bomberman, this handy feature allows bad-feeling 
bombed out players to lob bombs into the 
arena from the sidelines. So next 
time a group of bombers 
gang up on a single player, 
jus' remember revenge is a 
dish best served cold and 
from the edge of the screen! 


asmmitn 


(/VMS) 18 




































GAME BOY 
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■Ml Tmmr ■■■■■■■■^ . ■■MMHi 

Not satisfied with a new Bomberman blast on the 


Super NES, Hudsonsoft have plans fok our handheh 
friend with Bomberman 2 Game Bmv due to hi 
these shores with a banal 


Based on Super / 
Bomberman 2 
which made an 
appearance last 
JIJ year on the Super NES, the 
Game Boy version features f 
>7 a similar scrolling Story ^ 
Mode extravagan- 
7 ?a. Armed with a 
f stack of bombs and tM 
an all-i^w Indiana 
Jones style get-up y — m 


Bomberman is taking to the gv^b 
world in a bid to stop the bad be 
the course of history. 

New puzzle complications in the 
[switches make matters worse, ar 
added four player Etattfe Mode it 
[conjunction with the Super 
Game Bflall bode well for 
the seqi^l Look out for the A 
essential review in a future 
issue of ffiMS. 


archa< 


sites of the 
anting 


SUPER G/ 
BOY FEA 


As seen before in the origi 
Bomberman for the Gam* 
Boy, the Super Game Po> 
really comes into it^wn 
n top of the usual grapbicc 
nts for the colours and the 
f wr boa rdersYp I a^i nflHfl 


|5tuck on a world? Need a bij more praftse ver¬ 
sus the undersea forces? Then it's bacyyb^choc 
Tak^ a visit to the Lesson Mode and yod can 
choose to play the first Wei of any world. From 
this you^edn have a pop at the loc*4 inhabitants 
of the jjjves, the depths, and the ruins, whi 


GAME DATA i 


• GAME: BOMBERMAN 2 GAMEBOY 

• BY: HUDSONSOFT/VIRGIN 

• RELEASE: OCTOBER 

• GAME TYPE: PUZZLE GAME 

• PLAYERS: 1(1-4 SUPER GAMEBOY) 

• CART SIZE: 2 MEG 
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GAME BOY 



Whoever said “fings ain’t wot they used to be” was 
a total liar, for never have “fings” been more like 
“wot they used to be”! Especially in light of the 
amount of “classic” arcade games currently being 
revived across many gaming platforms. In line with 
this current trend, Nintendo have a whole series of 
Game Boy carts each featuring two such arcade 
games of yesteryear. They’re all dusting down their 
zimmer frames for an Autumn release, but NMS 
went to visit them down at the home for retired 
gentle-games for a sneak 
preview... 


P 



MEMORIES, LIRE THE 
CORNERS OF MY MIND... 

Back in the bad old days of the late 
'70s Asteroids was quite a head-turner down the 
local arcades. With its vector graphics and simple 
but addictive gameplay, many a happy hour was 
spent feeding 10 pence pieces into its greedy 
slots. And feeding was was exactly what most 
people did, as only a few noble gamesters 
could actually survive past round five. But that 
was only because they hadn't invented joy¬ 
sticks in those days - not because we were all 
crap at games or anything. 


GET THE ROCK OUTTA HERE! 

For those of you not quite old enough to 
remember this ace little game - ie, the whc 
UK population except the NMS crew - the I 
object of Asteroids was for one 
player, controlling a triangular | 

ship, to blast the screen clear of I I ■" 
spinning debris, spaceships and | 
such. It is not quite as simple as V 
it sounds, though, for as each 
slow-moving, large asteroid is 
blasted it crumbles into several 
smaller, altogether speedier 
asteroids which, in turn break up 
further into supersonic micro- f 

asteroids that fill the screen and Y 
take aim at your astral ass! 


PREPARATION “A” 

With the pixelly nature of the 
Game Boy's screen you 
wouldn't expect it to be able 
to reproduce the vectors of 
the coin-op. But, blimey, it 
has a good old try and actu¬ 
ally offers two distinct styles 
of graphics. As already 
mentioned, there is an 
approximation of the orig¬ 
inal style for the purists / 

and a whizzy, rendered- / 

looking updated version 
for all you junior space 
cadets out there. Aren't ^ 
Game Boys great, eh! 


GAME DATA 


• GAME: ASTEROIDS/MISSILE COMM 

• BY: NINTENDO 

• RELEASE: TBA 

• GAME TYPE: ARCADE 

• PLAYERS: 7-2 

• CART SIZE: 4 MEG 
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NEXT MONTH 

Well it's a bit of a lucky bag affair really. Depending wholly on 
which cart Nintendo see fit to pass our way. Whatever cart it 
turns out to be you can be sure of one thing - it'll be a good 
one. For also on the list of Arcade Classics awaiting release 
are Galaxian/Galaga, Centipede/Millipede and 
Defender/Joust the thoughts of which bring about many pipe- 
and-slipper fireside reminiscings from the veterans amongst 
the NMS crew. Eeh, kids today, you don't know your born etc... 
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AARRGGHH! MY EYES! 

Missile Command was another runaway hit when it first landed in 
the arcades. It was one of the few games in those days to utilise a 
track-ball and - also a novel feature - it had three fire buttons. Two 
more than most mortals could get their hands around; a matter that 
was more to do with the minute, pimple-like nature of the buttons 
than anything else! The other great peculiarity of the coin-op was 
the Game Over sequence. It was a seizure-inducing, strobing 
nuclear explosion of a sequence the likes of which was not to be 
found in any other coin-op. Oh yes, we all saw a lot of that bit. 
Missile Command, you see, was also incredibly hard 
after just a few rounds. But we were happy 
then - and remarkably poor. 


GAME BOY 


ONE OF OUR BUTTONS IS MISSING 

The objective in Missile Command was to protect the cities of the 
Earth from invasion. A task made all the more tricky in that it was 
to be achieved with just three missile stations, each with a limited 
supply of ammunition. As alien ordnance fell from the skies much 
merriment was to be had in furiously spinning the tracker ball in a 
futile attempt to steer the cross-hair that aims the missiles into the 
path of the alien projectiles. The 
Game Boy version is slightly dif¬ 
ferent from its aging counterpart. 

For starters the game actually 
names the cities the player has 
to protect, going as far as to 
incorporate little things like the 
Statue of Liberty for New York 
and the Telecom Tower for 
London. Secondly the player has 
only two missile stations with 
which to halt the alien onslaught 
making an already hard game 
even harder. Ker-and without 
any doubt-oinks! 


Get 

the...! Mind 
the...! No you 
can't 'lend' Wp! 


Turn 

off the lights. 
Lower the 
brightness. Raise 
the contrast, 
and trip out!!! 


35000 
1 U50 *4 


7 a 


CZZD 

































pstmw 


smr mm') 


One of the greatest PC games released ever has to 
be Sim City 2000 L Whilst Doom and its ilk satisfied 
the action-crazed psychopaths in the PC communi¬ 
ty, it was Maxis 9 game of in-depth civil engineering 
that scored the most points among the intellectual 
PC-owning types . And now, unbelievably, the game 
is heading for the Super NES! 


It's true. One of the most complex simulations of all time has been 
converted over to the modest Super NES, and we've played it. To 
say we were impressed is something of an understatement - the 
programmers have crammed in just about everything from the orig¬ 
inal PC game. 

Cue cliche: "if you haven't played this game before, where have 
you been?" Well, for the benefit of those unfortunates, here's what 
the fuss is about. Sim City 2000 is an isometric 3D game that has 
you creating a city out of three basic zones: residential (where peo¬ 
ple live), commercial (where they set up offices, shops and the like) 
and industrial (where they make things). Position these zones well 
and people will move into your city, which is where the problems 
begin. You need to add more zones to your city, without upsetting 
the people that live there already (industrial centres next to houses 
isn't a great idea, is it?). Aha! But to pay for all that building, you'll 
need to tax these people, which makes them leave your city if 
you're a bit fascist about it. It all gets a bit more complicated from 
there on. 

Basically, you need to make your city as nice a place as possible 
and protect it from natural disaster and suchlike. There are a 
plethora of different factors to 
consider, including education, 
sewage, electricity and public 
transport - so the game can get 
quite intense as your beloved 
townsfolk demand tons of new 
services and you don't have the 
cash. Just what will you do? 





200 00 




a ZODH KITH H IIIEUI 

The PC version of Sim City 2000 enabled players to 
zoom in super-close to a certain point of your city 
and allow a very detailed view of certain points of 
your urban creation. Amazingly, the Super NES 
version has this facility too. Admittedly, it's been 
cut down with only two different views to check 
out (very far away and quite close - pictured), 
but you'll just have to believe us when we say 
that this is just about the only thing that the 
programmers have compromised on! 




(LEFT) It's small, 
it has an unsta¬ 
ble economy 
and it's not a 
nice place to 
live - Welcome 
to Rochdale! 
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(RIGHT) You can 
see Pauli Bufton's 
house from here - 
it's the one with 
the girl's bike 
parked outside , 
with a basket 
and everything! I 


WHAT'S THE DIFFEAEHCE? 

Hats off to the programming types over at 
SjmM Imagineer in Japan - they've managed to 
Wf convert the PC title onto Super NES almost 
perfectly. The Japanese version is complete, 
with English translation the only obstacle 
W standing in the way of its UK release. The 
m only real differences we could tell between this 
W and the original PC game was a lower screen 
j resolution (the PC version ran in Super VGA 
mode) and speed. Having said that though, the 
Super NES game compares really well with the 
PC version running on a top-end 486 PC - we kid 
you not! 
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SCENARIO ACTION! 

As well as creating your own concrete jungle, Sim City 2000 
allows you to save one of four pre-programmed cities from 
doom! The four scenarios are set in different eras, each challeng- 
v i ing the player in a variety of ways. Again, this is an aspect of the 
original multi-megabyte PC game that has been crammed into the 
Super NES conversion. Let there be much respect for the conver- 
j sionsmiths over at Imagineer. 

We could go on for hours about all the different aspects of this game, 
but you would probably get extremely bored. Indeed, Sim City 2000 is 
something of a "be there" game. Anyway, let's just say (in time-hon¬ 
oured NMS fashion) that Sim City 2000 is shaping up to be a veritable 
megagame - a strategic simulation fest of urban japery, if you will. 


















Football is the new Rock ‘n’ Roll! Stars of the turf 
are raking in the millions, crowds have never been 
larger or better behaved, and national excitement is 
building with the prospect of Euro ‘96. What better 
time to release a new footie game - which is pre¬ 
cisely what Acclaim are about to do. 


Endorsed by Newcastle's latest multi-million pound signing, Les 
Ferdinand, Total Football is the latest in a long line of football sims 
to hit the Super NES. So it seems all the more bizarre that this is 
only the second sim to exploit the console's Mode 7 powers to cre¬ 
ate the playing area. Scrolling in a similar way to the tracks of rac¬ 
ing games like Mario Kart and F-Zero, the action follows the player 
in possession of the ball. But for any football game to succeed in 
market dominated by giants FIFA and International Superstar 
Soccer, it has to have more than just a novel view on the play. And 
the programming team at Domark have hoped to have achieved 
this by making the game more player friendly by increasing the 
number of play options available before and during the match. 
There's also novel features such as the Goal of the Month compo, 
judged by the program according to the difficulty of the goal. 

Now nearing completion, Total Football is set to kick off with the 
start of the new season come the end of the summer. Expect the 
full review in a future issue of NMS. 


Whereas most footie games offer only one camera angle, Total 
boasts a highly generous five different ways to view the game. From 
side on; to up the field; to the isometric perspective favoured by 
another well known footie game - it all depends on personal prefer¬ 
ence. But to cap these traditional views a fully rotating 
1 field, more commonly associated with next generation 
l games, is displayed as another fully playable opportunity. 


Among the numerous play settings is the 
option to switch the control mechanism 
between Amateur and Pro. Newcomers to 
the game choose the Amateur setting, 
where all of the required kick and passes 
are covered. Those willing to take on the 
challenge of the Pro must prepare for 
some serious joypad toggling! 

For not only to the 
passes require extra 
precision, but the 
player must also cal- 
culate the height and « 

speed of the shot by V 

holding and releasing H 

the buttons at exactly Vg 

the right time. 


(ABOVE) Okay fellers , now what? Just 
stand here like this? Okay , fine. 


GAME DATA 


• GAME: TOTAL FOOTBALL 

• BY: ACCLAIM 

• RELEASE: SEPTEMBER 

• GAME TYPE: FOOTBALL SIM 

• PLAYERS: 1-5 

• CART SIZE: 8 MEG 
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the norm for console football, meaning 
the player is in control of whoever has 
the ball on their side and switching 
when necessary. The Fixed setting 
i plays a greater role in multi-player 
i matches as it fixes the joypad to a 
1 single character in the game, pre- 
S venting any confusion. 


MODE 7 360 DEGREE PITCH SENS 
FIVE CAMERA ANGLES BONANZA 

battery back-up goal OF THE 
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FANCY FOOTWORK 

If you fancy yourself as a bit of a loner, or maybe more a glory-run¬ 
ner, the programmers at Domark have included both Floating and 
Fixed joypad settings to satisfy even the most demanding player. 

Floating joypad settings are pretty much 
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Why bother with shades this summer when a cou¬ 
ple of shiners look just as cool! That’s probably why 
Acclaim successfully avoided the lucrative Roy 
Bands ™ deal, to present Foreman For Real instead. 
It’s a boxing game featuring the sport’s ‘born again’ 
(and again, and again) legend George Foreman - 
destined to challenge Super Punch Out for the title 
belt this Autumn. 




Acclaim have enlisted the services of Software Creations to create 


what is hoped to be the most convincing set of bouts ever written 
for a console. We know they have the power, but, as George 



Foreman has proved, it takes more than guts to deliver a knockout. 
However the game already has on advantage over Punch Out, as it 
supports a two-player option. Alongside the promise of some truly 
incredible sound effects and music from a company at the forefront 
of NU 64 development. NMS examines this fighter's credentiajs-asr-* 
it prepares for the coming championship bout. 




KNOCKIN’! 


There are three modes of play in Foreman For Real: Exhibition, 



Career, and Tournament. In every case players get to adopt one of 
the 15 fighters's skills as their own. Exhibition is for one or two 
players, and is exactly as the title suggests - a one-off demonstra¬ 
tion of a fighter's skills, scored using a 10-point system. Success in 
a Career game is gauged on how much money your fighter pulls in 
from the crowds. If he's a loser, the punters won't pay and eventu¬ 
ally you lose! The best Foreman For Real has to offer is a 15- 
player Tournament mode, again scored on how 
much money a fighter makes. 

However losing credibility in 
front of 14 other boxers hurts 

more than the hole in your pock- . jvl] 

et and a few bruises. ^ Jl 


tournament 


* ONE 
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Trainer Advice 


FADIAHN 


SWIFT 


A fighter's 
personal trainer 
offers advice 
before each bout 
in Career mode. 
There are many 
types of fighter in j 
For Real, and / 

the trainer is r 

able to identify I 
exactly what / 

tactics are / 

required to 
counter theirs. 


GAME DATA 


• GAME FOREMAN FOR REAL 

• BY: ACCLAIM 

• RELEASE: SEPTEMBER 

• GAME TYPE: BOXING SIM 

• PLAYERS: 1-2 

• CART SIZE: 12 MEG 


CHS 





Wassat? 

/ No, it's in the bot- 
J tom drawer? Sorry 
mate. I'm going to 
have to go. The 
missus wants me. 


Yuri, 

pal. Don't 
worry. You lost. 
You got no 
cash. But your 
mother loves ya! 


Fodinon 


nccur.p: 


moves, accessed by van 
ous combinations of 
cross-key direction and 
button presses. 
Alongside the standard 
jabs, uppercuts and 
hooks there's also a 
selection of finishing 
moves for ultimate 
I humilation. 


ISC# VShvZfiD > j CxK 1? 


ROCKIN'!!! 

No Software Creations title is complete T 
without providing an example of how the \ 
Super NES sound chip can really perform. \ 
While we cannot comment on the game play 
as yet, it is impossible to resist talking about 
the amazing music used to present Foreman 
For Real. There are only a few tunes, but they 
really rock! With crunchy guitars, mean synths 
and booming bass. If there's one thing guaran 
teed about For Real, it's thath, by the time the 
fanfares finish, you're more than ready to take 
on all comers. The music is that powerful! 
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Stop messing with that old worm of yours, and 
look here! There’s an all-new Earthworm Jim 
adventure coming this Autumn, and it’s in-your- 
face fantastic-looking for sure! There’s so much in 
it, we just had to show you more. The review is 
comi/tg your way next month. 


A^the ygme nears completion, NMS is noticing more and more fea- 
yfuies that are sure to have the whole video-game world talking. And 
/ laughinc^Just like we did over Jim numero one. More than last 
time, game is less a series of stages; more a long line of 
set-gfcs for some hilarious gags. It's all so well timed too. 

How much of a gume transpires in the middle of all this 
is yet to be jdclqed - the code is still incomplete. 

However, allow us to fill you in on the parts „ ^ 

that were missing from last month's 

in progress report. MLf 
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BUILT LIKE A BRICK OUT-HOUSE! 

Guns! Guns! GUNS! The laboratory responsible for Jim's high-tech 
suit have been hard at work on weapon upgrades. Their uses are 
pretty sketchy at the moment, especially concerning the Bubble 
Gun. However the devastating results of firing the Nuke - built 
like said out-house - are obvious: 'Good-bye all 

and sundry,' we think sums it up ^ 

H pretty well! Including the original set ■ 
I up and laser blast, there are now 1 

Wj seven varieties of fire-arm fun! 


m (BELOW) Jim's three-way is 
I cooking! That _ 

I salt shaker isn't 
helping out by 
the way - worms fR 
react badly to salt lp| 
don't you know! 


' \\^ e ' \c.o^ s ^rfl 
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If there's one thing you can usually rely on in platform games, it's 
the solidity of the play area. In Jim 2, though, it has a tendency to 
crumble away like some crusty old toenails. Take the 'Lorenzen's 
Soil' stage for example. Here Jim is forced to blast his way 
through the crumbling terra-firma, in much the same way as Mr 
Do. A harmless task you might suppose, though not when you 
learn that there's mites the size of Jim's 'head-like' popping out i 
all over the place! In 'ISO 9003' lawyers' papers shuffle 1 

beneath the suit's feet, eventually giving way in some areas ® 
causing Jim to fall. It's all a bit unsettling really! . 


(ABOVE) 

Sprites are still a little * 

glitchy, but this is Jim jet-skiing in the Peter Pan 
stage. The scenery is great! 
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HOLD THE WORMS! 

Jim 2 is certainly abstract. 'Level Ate/ for exam¬ 
ple, is laden with chops, smoky bacon, fried 
eggs, and sizzling burgers. Hot plates and 
cheap forks are the obstacles! Abstract Art/ 
the final stage, is a swirling mass of electric 
blue strobe lighting. With no specific floor 
space to speak of, just the hypno-void, Jim 
is defends himself from attacks that come 
out of nowhere. Or somewhere he would¬ 
n't very much like to picture. 


RIDE OF YOUR LOW-LIFE 

Another set of details that we were unable to clarify last month are 
the various transports available to Jim. Most notably is his new 
side-kick, Snott, who himself hitches a ride in the suit's back-pack. 
Snott enables Jim to swing Tarzan style across holes in the ground 
(see 'Falling to Pieces'!) or stuff that's just plain dangerous to the 
touch. A neat twist to the Submarine idea from Jim one, is Jim's 
shocking inflatable head. He uses air ducts to keep it nice and 
firm! There's a roller coaster ride where the carriage is fashioned 
after Evil the Cat's likeness, and a super-cool 'Peter Pan' section 
where Jim takes to his jet ski in a beautifully rendered cross¬ 
country gauntlet. This entire section is viewed from a far-off 
point, transforming the game into a weird kind of shoot 'em up 
for a while. Strangest of all is the Salamander suit, worn by Jim 
in a stage which leads him through the stinking innards of 
some 'orrible animal! 
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Looking at the wild, the kind of music you might expect to accom¬ 
pany 4im 2 is maybe rock guitars and lots of heavy synths. Possibly 
even somebody's lamentable rendition of dance music snook in 
there too. Not a bit of it! The title screen is 'shoop, shoop' gospel 
choir perfect. Peter Puppy's treacherous baby bouncing ritual 
is performed to the tune of a frenzied polka. The Breakout 
game is mov4d majestically along by Moonlight Sonata - 
or somethir/ig very much like it. Wherever there's an 
excuse to exchange Kerrang for Cabaret or replace 
OompHl w/th Oom-pa-pah, Jim 2 does it!!f 


Chicken Head! 
Like we said , the 
k sequel is even 

^ more weird fhar 

the original. 
Chicken Head is a 
Boss , would you believe! 


GAME DATA 


• GAMl EARTHWORM JIM 2 

• BY: SHINY ENTERTAINMENT 

• RELEASE NOVEMBER 

• GAME TYPE PLATFORM 

• PLAYERS: 1 

• CART SIZE: 32 MEG 
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(RIGHT) Ben 
aboard the USS 
Saratoga. Don't 
worry about the 
figures at the top 
of the screen, 
they're co-ordi¬ 
nates to help the 
programmers. 


The ‘soap’ of the Star Trek series, Deep Space 
Nine hits Earth gamesplayers with RPG style 
intrigue on the Super NES. 


Star Trek has gone through a fair few changes over the 
decades. Just think of the leaps in technology from the poly¬ 
ester/ turbo lift days on the Enterprise, to the super chic 
sleek of the latest incarnation. Voyager. Long gone are the 
electric razor-shaped communicator days and pushing the 
warp drives until "She canna take it no more cap'n! " It's 
more inter-galactic co-operation, than scantil y d«d alien 
maidens. 

A prime example of this newly fgjpwtf political intrigue am^^g 
the stars is the Deep Space^Mf^e^fation. Positione 4 &*ri£^to * 
one of the most important wormholes ip theJfpPwnuniYgjs*^ 
conflict rages between the Fed^atio«t^^pi|^^ntatij|i#Snd 
the CardassianJ^tajs. In the ^ajxte^of tty*player is 
thrown intotbe bcfots of Benjamu^ $isko, gdtaej^il bloke in 
charge ofMre outpost, and his4wQ^g9notiF int£*the spate 
of unusuJTevents threateiwp^the^survival oWfie station. The 
actionJs a mixed bag of dfatfon^^ide-on views and RPG 
inve^vgation far and wm. Interested? Then perhaps you'd 
likeffo read on*., j 


STAR SYSTEMS 

Programmers Novotrade have tried to capture the hustle and 
bustle of the TV series by including most of the on-board charac¬ 
ters. Clearly Sisko, being the leader of the pack, features heavily, 
but you can also expect to catch up with other familiar faces. On 
the Federation side, O'Brien and Kira offer support and advise 
essential to the completion of tasks. Another source of helpful 
information comes from the unlikely character of Quark, the 
local deep space landlord. Naturally the Cardassians, warped by 
their intense dislike of Star Fleet, aren't of much use, but occa¬ 
sionally one will let some important info slip. 













ENTERPRISING 

In the same way that the intrigue of an episode of the TV series 
unfolds, Sisko's missions take him from end to end of the quad¬ 
rant. Starting in the corridors of the space station, Sisko's first 
case to solve leads to the depths of the cargo hold and the mys¬ 
terious planting of grenades. There's also a spot of shore leave 
for old Ben on Bajora, only he doesn't get much of a break, 
instead sent to rescue the religious leader of the planet. In a 
more bizarre set of circumstances, Sisko revisits the disaster 
aboard the USS Saratoga and their confrontation with the Borg. 


mum previiw 



(ABOVE) Sisko takes 
an evening stroll 
through the cargo bay. 
Watch out for that 
innocent crew member 
IVtrnfxJ^lpless on the 
IloorfSauu-eA^cch! 


THeV'Re BftJOR^N 
RCD6MPT ION I 3 T 3 WHO PRC 


HOLE IN ONE 

Although the majority of the gameplay is a side-on scrolling 
affair controlling Sisko, the player also has the chance to take 
over Bashir and pilot the shuttle for a quick spin through the 
notorious wormhole. As the plot thickens and the reason behind 
the current situation is uncovered, Odo also makes a guest 
appearance and enters the scene to assist in a vital mission suit¬ 
ed only to his peculiar ability to morph into a small rodent. 


GAME DATA 


• GAME DEEP SPACE NINE 

• BY: VIRGIN 

• RELEASE: TBA 

• GAME TYPE: PLATFORM/RPG 

• PLAYERS: 1 

• CART SIZE: 8 MEG 
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heat distortion. It's a great 
e Dragon Skull towers, and 
detail than Castlevania VI. 

I carcass of a giant bull. 

! That privilege falls to 
}f Hades!!! 


Dracula’s rejuvenation is complete. The Prince 
of Darkness is poised to begin his vengeance 
on the Belmont family once more come 
September, and NMS has exclusive inside infor¬ 
mation on what his plans entail. A blood-cur¬ 
dling preview for cold, grey eyes only. 


In our Work In Progress feature last month, you saw 
Castlevania V: Vampire's Kiss in a very early stage of 
development. Now the game is finished, and it is look¬ 
ing extra cool. Just to remind you, this is a conversion of 
an extremely popular PC Engine game (NEC's custom 8- 
bit console), so the game play is very traditional. But 
tradition hasn't stopped Dracula from becoming the 
scariest freak of nature that horror has ever known!!! 

So, just how much of a monster is Vampire's Kiss? Let' 
descend into the vaults and steal a glimpse. 


Previously Dracula was content to let assassins fail early in their 
quest. If they gave up hope half-way between their village and 
his castle, so what. This time the Prince is keen to lure them 
within his reach. To this end some obstacles laid before Richter 
Belmont are designed to lead him on, no matter how clumsy the 
hero's step. The choice of route affects the ending of the game. 


scot*s 


Richter faces nine perilous stages, taking into account the alter 
native routes. To help you prepare for the trials Konami have 
planned, we detail six of the stages for you here. 


ama 








GATE AND HALLWAY OF DRACULA Y 

Richter steals into Dracula's castle via the water ways. Fish men 
leap unexpectedly onto the collapsing viaduct, threatening to 
knock Richter into the water. Later on skeletons bowl Richter 
over with heavy wooden barrels, and sea hags claw at his 
back.These guards are masterful with pikes, and are best fought 
from a distance. Bones erupt from the back of a mutated skele¬ 
ton before the Boss, a giant bat, takes over. 


THE GREAT HALL 

At every step Richter is in danger of having his life taken 
from him by spiked platforms or the many Medusa Heads. 
Precision jumping is required to take advantage of the float¬ 
ing platform, which takes Richter to the Columns room men¬ 
tioned earlier. Should Richter's skill carry him through to the 
end of the stage, he enters Dracula's prison. If he fails, how¬ 
ever. .. 


PRACTICE 

ALL-NEW 

MOVES 


GAME DATA 


• •- * 


• GAME: VAMPIRE’S KISS 

• BY: KONAMI 

• RELEASE: SEPTEMBER 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 












UNDERGROUND TONE 

A Necromancer presides over the underworld, where monsters 
rise from the ooze while bats flap annoyingly about Richter's 
ears. A red skeleton guards the entrance to the reanimator's 
chamber where the Necromancer lays on a spectacular show. 
Gravestones circle its body while zombies emerge from the 
ground and patrol the area below Richter's platform. 


CLOCK TOWER 

More traditional Castlevania enemies, in the form of regener¬ 
ating skeletons. Knock them down and a few seconds later 
they rise again. Other familiar hazards are encountered in the 
clock tower: rotating cogs where Richter is forced to hop on 
one spot to keep his place. Anette, who has been transformed 
into a vampire, controls an oversized skull with her mind. This 
is the Boss Richter must defeat if he is to save his girl! 


INNER GARDEN 

Yuk! Yuk! There's something about the imps being dropped 
by the bats in this stage that makes the skin crawl! Perhaps 
it's the way they scuttle across the floor! Blech! Knights 
wielding giant axes cause a lot of damage if challenged at 
close range. Richter confronts the Werewolf at the end of this 
stage. Unfortunately he doesn't know the afflicted man's 
name, so is forced to kill him to free his soul. And what a 
spectacular killing it is! 


moves I_ 

than his " 

forerunner, but a new technique - the back-flip - is 
a clever replacement. Instead of using his whip to 
haul himself onto problem ledges, he practices the 
flip manoeuvre shown below. 


Another device used to affect the end sequence of 
the game is the perilous family situation. Dracula 
has kidnapped Anette and Maria - Richter's lover 
and sister respectively - whose fate lies in a deadly 
balance. There is the dreadful possibility that they 
could die if Richter isn't quick, or skilled enough to 
save them. Of course this much is down to you. 


Richter Belmont takes over where his ancestor Simon 
left off; using every technique he can to overcome 
Dracula's legion. His repertoire consists of less 







Whether it’s rapid-fire action, careful, precise 
control or hours of energy-sapping, 
mind-blowing concentration - 
TecnoPlus won’t let you down . 


• Six fire buttons, each with 
auto and turbo fire options 

• Hands-free, slow motion, 
select and start options 

• Sure-fire accuracy from a 
unique biogrip and 8-way 
directional thumb control 

• Sleek design in classic 
SNES tones, carefully 
moulded for positive grip 
with stunning looks 


AUTO FIRE 

O TURBO fWf 


TecnoPlus Ltd, Sketty Close, Brackmills Busine; 
Northampton, NN4 OPL. 


Fast action 


me control. The all-new 
design SIMES control pad and joystick 
^ from TecnoPlus. They’ve got the lot! 


i tecnoES 
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ing population of the San 
Unable to cope with anything 
sneezing in public, the SA po 
with no choice but to thaw 
him in search of the errant n< 

I could write these scripts, you k 










The reason, of course, is that Sly's mouth is far 
too muscly and he stumbles over sentences with 
more than three words in them. The perfect req¬ 
uisite, you would have thought, for a Hollywood 
hero. In Demolition Man, last year's action hit, 
Sly played John Spartan, a renegade cop sent 
into the future to capture Simon Phoenix, a 
renegade psycho. It was the perfect vehicle for 
Stallone - big guns, huge explosions and all 
the complicated lines given to other cast 
members. Now Super NES owners are invited 
to join in the merry, mumbling mayhem with 
the release of Acclaim's latest platform 
blaster based on the same film. 


R emember when I said I'd kill you last - I 
lied!" "I'll be back." "Hasta la vista 
baby!" "ADDRRIIIEEENNN!" . Sad, isn't 
it - Sly Stallone has been an established 
movie hard man for over a decade now, yet 
he still doesn't have anything really 
approaching a decent "tough" line. Arnie's 
got millions of them - doesn't it bother him? 


* 




CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: SEPT 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Four 

• OPTIONS Difficulty 


GAME INFO 

• GAME ORIGIN: Based on 
the highly explosive action 
thriller starring Sly Stallone 
and Wesley Snipes 

• GAME DIFFICULTY Medium 

• SCORE TO BEAT: Level 7 

• ALTERNATIVES: Almost any 
Acclaim platform game you 
could care to mention from the 
last two years 


GAME CONTROL 

• CONTROLLER: Joypad 
% RESPONSIVENESS Good 


3 Oil 

f T !HT c 

3 07°°H 




A L: No Func 
J R: No Func 


Start: Stases 
Select: No fuon 


GAME CREDITS 


• DEVELOPED BY ALEXANDRIA 

• DISTRIBUTED BY: ACCLAIM 
% MADE IN: ENGLAND 

• ARTWORK: c WARNER BROS 


k fabric / 
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BACK TO THE FUTURE 

The game begins in present day LA with 
Phoenix holed up in a warehouse, hold¬ 
ing civilians hostage. Spartan is bungeed 
onto the roof whereupon he sets about cap¬ 
turing the bad la before a rather frightening 
booby trap goes off. Lamentably, the best efforts 
of players to reach Phoenix in the required time 
will fall on stony ground 
- Phoenix is captured 
but the bomb still goes 
off, the civilians perish 
. horribly and Spartan 

^ gets blamed and is 

deep frozen along 
with Phoenix for his 
efforts. Not much 


la pizza , lady.. 

srssr 

just have some 
of this will ya!" 


TAKING LIBERTIES 




















































APPETITE FOR 
DESTRUCTION 

The resulting carnage occurs over ten levels of 
side-scrolling and isometrically-viewed sec¬ 
tions, all over-populated with the nastiest 
selection of Phoenix s henchmen. 


, Shotgunhas a long range but a 
limited supply of ammo. The 
J trade up is the Magnum, more 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


exciting flavours - standard I 

exploding and flame. The flame 

variety are of most use as, besides destroying 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


YEAR 


GRAPHICS 


▼ ... and not really very 
inspiring considering the 
explosive nature of the 
licence. 


SOUND 


▼ Muffly effects and 
whiffy tunes let the side down 


A Combining elements of 
Alien 3 and Smash TV, 
Demolition Man is imme¬ 
diately accessible, respon¬ 
sive and fun to play. 


LASTABIUTY 


A Three difficulty levels 
and gets hard quickly too 


A If you could take the entire 

£ Acclaim back-catalogue, melt it 

" - down and reform it in cart 

' 1 form, you'd have something 

approximating Demolition Man. 
It has elements of such former 
glories as Smash TV and Alien 
^ 3 and, regrettably, a few bits 

f ^ \ from some not-so-glorious titles 

too. The result though, I'm 
/INDY happy to add, favours its better 
quality forebears and 

Demolition Man is surprisingly good fun to play. 
The action is frantic, unrelenting and noisy with it. 
Given its pedigree it was never going to score very 
highly on the originality scale, and the sound also 
lets it down with muffly effects and uninspired 
tunes. Yet Demolition Man still contains enough of 
the right stuff that makes an exciting 
platform/blaster and is therefore worthy of further 
investigation. 


▼ However, short cuts and 
four continues will see 
more experienced gamers romp through 
unless the game is set to Total Demolition. 


OVERALL 


Visually and soni- 

cally not much to “ 

go mad over, but 
the combination 
of classic plat¬ 
form/blasting elements make 
Demolition man an enjoyable game 
to play. Limit those continues and 
increase difficulty to up its longevity. 


(ABOVE) This pic 
of Sandra 
Bullock isn't in 
the game , but 
what the heck ... 







































But all that may be about to change with the 
release of Virgin's World Masters Golf - a game 
that promises untold degrees of ball control, 
unique mode-7 sequences, a host of challenges, 
four full-sized and very tricky courses and eight, 
yes eight, player compatibility! Blimey, they've 
even managed to guarantee nice weather too. 
Fair puts a tingle in your Pringle, doesn't it. 


G olf, like most other sports, has more 
than its fair share of representations 
on the Super NES. Sadly, most of 
them sucketh greatly and I'm pretty hard- 
pressed to think of more than two that are 
even remotely good. 




HOW FAR?:. Most shots start 
with a drive from a 1-Wood. 

This stout club is able to spang 
the ball in excess of 240 yards. 

But before you try this it's advis- md 
able to consult the map via the 
Select and Y buttons. The 
screen takes on an overhead 
view of the whole hole and 
incorporates an ingenious mea¬ 
suring device whereby the play¬ 
er is able to guage any distance 
'twixt tee and pin. Ball direction r— 

may be ascertained and it is 
also a good idea to guage how 
the wind speed might affect the L - 

ball flight and alter the direction pl 
accordingly. *?§ 


DRAW OR FADE?: Where, on 
some of the later holes, the 
fairway bends. In such situa¬ 
tions there are two choices 
available. Players may either 
play a shorter shot straight up 
the fairway or try to curve the 
ball around the bend. This little 
stunt is performed via the Draw 
and Fade bar - accessed by 
pressing UP on the con- 

troller. Presented as 
\\ 7 a meter, players are 
/ invited to drag the 
^J bar left to draw the 
ball or to the right to 
/ add fade. In short, it's 
/ a way of controlling 
/ hook or slice. 


PilflyER, 

iHfl7i3Wga 
















GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS. Topper 

6t) Ball lie 


Swing, show score 


Ball lie f show flag, map 


L: Select club, zoom 
R: Select club, zoom 

Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: ARC DEVELOP 

• DISTRIBUTED BY. VIRGIN INTER 

• MADE IN: UK 

• ARTWORK: c VIRGIN 


GAME INFO 

• GAME ORIGIN: Bored 
Scottish crofters, a windy sea¬ 
side field , a lump of coal and a 
shepherd's crook. The rest is 
history. 

m GAME DIFFICULTY: Medium 

• SCORE TO BEAT Finish a 
round without dropping at 
least 20 shots like I did. 

• ALTERNATIVES: Major Title 
(Irem Skinsj, PGA Tour, Pebble 
Beach 


GAME FEATURES 

• NO. OF PLAYERS: 1-8 

• HEAD TO HEAD Yes 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS Loads 


CART SPEC 

• BY: VIRGIN 

• PRICE: TBA 

• RELEASE: SEPTEMBER 

m GAME TYPE: SPORTS SIM 

• CART SIZE: 16 MEG 
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PUTTING SQUAD 

20 fluffed shots later and you've finally 
managed to reach the green. Now the game 
adopts an overhead viewpoint and the irreg¬ 
ularities of the green are revealed in all tliei 
rolling glory. True skill lies in d< 
the ball will react to th 

the angle and power of tKe shot accordingly. 

This process is made easier as the general 
slope, steepness and green speed are also 
displayed. Add to that the fact that players 
may also manipulate the power of the 
putter and shots of extreme accuracy are 
made possible. And the small ball-based 
excitement continues as the camera 
zooms in - mode-7 stylee - as the shot 
nears the hole. I could hardly contain 
*WJIelf on my first putt. I didn't, in fact! 


REVIEW 
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MENT 


Golf sims, 
no matter 
how con¬ 
vincingly 
they are 


ANDY 


POWER UP: Time to take the 
first shot and, hmmm, I've 
seen this power bar some¬ 
where before. It goes from 0 
to 100%. the 0% mark dou¬ 
bling as an accuracy point. 

Press the button once to start the bar 
rising, press again to stop at required strength 
and then a third time to stop it directly over the 
0%. Errors on the third button press can result in 
some very untoward ball hooks or slices, depend¬ 
ing which side of the 0% the bars lies. 


FAIRWAY SHOTS: On 

the fairway it's pretty 
much a repetition of the 
tee-shot process. Things 
to bear in mind are ball 
lie and shot strength. If 
the ball is lying in heavy 
rough or, worse, a bunker, 
it will not travel as far as it 
potentially might. Also the 
ball may be fairly near the 
tee or a hazard thus may not 
need a full 100% power 
swing. Time to check the map 
again and you might also want to query the 
CPU's club selection - it's not always correct in its 
assessment. 


SHOT BET MHRDS 


hoi!e 


presented, 
are never 
going to be 
everyone's 
cup of tea. 
So there's 
not much 
point me trying to explain to 
the unimpressed just how ace 
this title is. I won't mention the 
brilliant control method that 
allows for the minutest adjust¬ 
ment and some pin-pointedly 
accurate shots. Nor will I say 
that this game has four, full- 
sized and very challenging 
courses, and I'd be wasting my 
time trying to convince non¬ 
golfers of the merits of eight- 
player compatible matches or 
the multitude of other chal¬ 
lenges on offer. There'd be no 
mileage whatsoever in describ¬ 
ing World Masters Golf as the 
best, most comprehensive golf 
game available on the Super 
NES or in imploring fans of the 
sport to buy this game the 
moment it hits the shelves. So I 
won't waste my, and your time. 
Sorry. 


CE0 












COME FLY WITH ME 

Once the ball leaves the tee, 
providing it goes a reasonable 
distance players are treated to a 
mode-7 flying sequence as the 
camera 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


follows the flight of the 
ball. Well, that's the theory. 

Sadly, as in real-life, once the 

invisible to the naked eye; 

overhead fly-by too - just so you can be doubly sure where your 
ball has landed. Thankfully, if you find the mode-7 sequences 
break up the gameplay, you can switch them off. 


ORIGINALITY 


LONG-TERM INTEREST 

sees 


HOUR 


HIT THE EL I Hi 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A Really cool. Smooth 
animation on the charac¬ 
ters and lovely shading on 
the courses. 


▼ Turn off the fly-by ASAP - it gets really 
tedious, really quickly. 


SOUND 


▼ But falls tragically short 
of the mark everywhere 
else. Precious little music and what there 
is is cock. 


▲ As comprehensive a 
control method as is prob¬ 
ably possible in a console 
golf game makes for pre¬ 
cise, skilled play. 


r.npc 
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LASTABIUTY 


EIGHT MEN OUT 

The great thing - the really great thing about this 
game is the amount of challenge the program¬ 
mers have crammed in. Four full-sized courses is 
more than any previous golf game has managed, 
and not one has previously managed eight-player 
compatibility. Alas, this option is confined solely 
to the practice rounds and it is only one or two 
players who are treated to the two other chal¬ 
lenges on offer. The first, Tournament, comes in 
two parts - game A pits the player against one of 
the many CPU players whilst the game B is a lone 
challenge requiring the player to complete a 
round within a certain shot limit. The second 
challenge, Matchplay, is for one or two players 
and is yer bog-standard, who's the best golfer 
affair. Lone gamers who fancy an increased chal¬ 
lenge may also choose to pit their skills to play 
against seven other CPU golfers in the Practice 
Round. Cool, eh! 


A Four tough courses, a 
multitude of challenges 
and the option to have 
eight player matches. 
Should last ages. 


World Masters Golf is such a 
class item. The presentation is 
really plush, especially the 
overhead camera tricks that 
I allow players to preview each 
course in detail. It's simple to 
I exchange clubs, and prepara- 

J s &fe J tion before each swing is effort- 

_ less, though accurate. At all 

times players know exactly what 
they're trying to achieve with 
the ball, which leaves the game 
completely blameless for any mistakes. Admittedly 
this isn't such good news for some people, as it 
makes things completely fair for once! This is, 
without doubt, the finest set of links available for 
the Super NES. If you're a fan of golf, you're sure 
to find World Masters is the closest thing. 


OVERALL 


Hands down, 

trousers rolled up, . 

tartan caps i 

donned, the best 

golf game for the 

Super NES yet seen. An absolute 

must-buy for any self-respecting 

sports fan. 
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your am brilliant 

if man on the shag pile* 
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If you're as excited about the new Mario game as we are, then you've got to be a 
jibbering wreck clawing at the walls. But enough of the pant-wetting fab news 
from the other side of the world, here's your chance to get stuck into some top 
juicy tips for some of the newest and fabbest games on the market. Don't forget 
though, you too can star in our pages and win your choice of two Konami games 
by sending those gems to: MARIO JUST YOU GET A MOVE ON AND BRING YOUR 
FAB NEW GAME OVER HERE!, NHS SMALL TIPS, NMS, 30-32 FARRINGDON LANE, 
LONDON, EC1R 3AU. Roight! 


Following our codes spesh a few issues 
back, young Paul van Kesteren, of Lisse in 
the Netherlands, has been beavering away 
to uncover a whole host of extra special 
codes to bolster your team. As you'll notice 
the codes spell out a name of sorts, with 
the vowels being replaced by a - (space). 


Yet another case of 'so anxious to send off 
the tips that forgot to put name on paper', 
so this fine selection of Star Fleet Academy 
codes remains anonymous. Pity. 

FRESHMAN 

1.1 - X, B, A, R, A, X, A, B, X, R, Y, and B 

1.2 - X, B, A, R, L, Y, Y, Y, X, R, Y, and A 

1.3 - X, B, A, R, Y, Y, A, X, X, R, Y, and R 

1.4 - X, B, A, R, B, A, X, L, X, R, Y, and B 

1.5 - X, B, A, R, R, X, Y, R, X, A, A, and X 


SOPHOMORE 

2.1 - X, B, A, L, X, X, A, B, X, A, A, and R 

2.2 - X, B, A, L, A, Y, Y, A, X, A, A, and B 

2.3 - X, B, A, L, L, Y, A, X, X, A, A, and Y 

2.4 - X, B, A, L, Y, A, X, L, X, A, A, and R 

2.5 - X, B, A, L, B, X, Y, R, Y, L, A, and R 


JUNIOR CLASS 

3.1 - X, B, A, L, R, X, Y, R, Y, L, A, and L 

3.2 - X, B, A, B, X, X, A, B, Y, L, A, and B 

3.3 - X, B, A, B, A, X, A, B, Y, L, A, and A 

3.4 - X, B, A, B, L, Y, Y, Y, Y, L, A, and Y 

3.5 - X, B, A, L, B, X, Y, R, Y, L, A, and R 


SENIOR CLASS 

4.1 -X, B, A, B, B, X, A, B, 

Y, Y, L, and X 

4.2 - X, B, A, B, R, Y, Y, 

B, Y, Y, L, and B 

4.3 - X, B, A, A, X, Y, Y, 

B, Y, Y, L, and B 

4.4 - X, B, A, A, A, Y, A, L, 

Y, Y, L, and L 

4.5 - X, B, A, A, L, Y, A, L, Y, 
Y, L, and B 


INCREASE SHIELD LEVEL 
What's more if you're stuck in 
a combat situation and the 
enemy is draining away precious 
shield protection, Mr Anonymous 
has an ideal solution to the prob¬ 
lem. By warping out from the bat¬ 
tle area to Open Space, and then immedi¬ 
ately warping back to the original location, 
the enemy will still be there, but your 
shields would have been restored to 100%. 


UNDISCOVERED 

CHEAT 

ND-SC-V-R-D-CH—T 
MATT WEBSTER 
M-TT-W-BST-R 
MIKE MAN 
M-K—M-N 
LAWRENCE DOYLE 
L-WR-NC—D-YL- 
AIRWOLF 
—RW-LF 
REVOLUTION 
R-V-L-T—N 
WIMPIE 
W-MP— 


ALONE IN THE DARK 
-L-N—N-TH—D-RK 
BRAM STOKER 
BR-M-ST-K-R 
SIMON BELMONT 
S-M-N-B-LM-NT 
MASTER 
M-ST-R 

RETURN OF THE JEDI 
R_T_RN—F-TH—J-D- 
BEAVIS AND 
BUTTHEAD 

B —V-S—N D-B-TTH— 
D 

SHADOWLAW 
SH-D-WL-W 
HIDDEN CHEAT 
H-DD-N-CH—T 
BOEING 747 
B —NG-747 
HACKER SQUAD 
H-CK-R-SQ—D 
ANIMANIACS 
-N-M-N—CS 
EXTRA CODES 
22222222222222222 
222 

LLLLLLLLLLLLLLLLLLLL 


PASSWORDS AND SHIELD BONUS 

STAR FLEET ACADEMY 


SUPER RES 


SECRET CODES 

SYNDICATE 


SUPER RES 


azm 44 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 







































LEVEL 100 AND BONUS CODE 

PAC-ATTACK 


SUPER NES 


★ ★ ★ 


73 LIVES AND LEVEL SELECT 

CHAOS IN THE WINDY CITY 


SUPER NES 


★ ★ ★ 


BONUS ABILITIES 

MAXIMUM CARNAGE 


SUPER NES 


★ ★ ★ 



Prepare yourselves for a trek through 
the jungles of Cannon Fodder thanks 
to Peter Brooks from Liverpool. To get 
50 bazookas on Mission Eight, Phase 
3 (Deliverance), go through the 
maze of forest and cross the river, 
heading towards the bottom of the 
screen. When you reach the the 
hut, kill the innocent bystander 
and go into the bush with one 
man. In the bushes, after a brief 
examination, 50 bazookas are 
yours for the taking. 


Jubilant in their success, Ian and Brian have 
sent in the final level code for this top puz¬ 
zler. For Level 100 enter the code LST, but 
complete the task at hand and you have 
the chance to enter the bonus code JFK, 
and enjoy bonus stage action. Huzzah! 


It may seem a pretty obvious code to enter 
on the Password screen, but nevertheless 
Alex Hobson from Chelmsford still felt it 
worthy enough to get a mention in NHS. For 
73 lives and the option to visit anywhere on 
the game map enter 12345678999. 


Having problems tackling the wrath of 
Venom? Just wishing you could pack a 
punch with infinite cameo calls? Well, say 
hello to Mr J Barlow from Birkenhead, 
Merseyside, who's here to save the lycra on 
Spidy's back. All cheats must be entered on 
the Start Game screen, and are as follows: 
Infinite Cameo Calls (must collect first) - B, 
X, UP, DOWN, Y, and SELECT 
Eight Times Energy Bar - LEFT, L, A, X, Y, 
and SELECT 

Five Continues - UP, UP, DOWN, A, B, and 
SELECT 

Five Lives - DOWN, Y, B, 
R, L, and SELECT 


50 BAZOOKAS 


CANNON FODDER 


★ 


★ 


SUPER NES 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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LEVEL CODES 

SYNDICATE 


SUPER NES 


★ ★ ★ 


Prepare yourselves for a whole stack of 
codes from Kenny Oke of Ipswich. 

3 LEVELS COMPLETED - BB5WZVB2D9BB 

4 LEVELS COMPLETED - BBSFMWQVNGZC 

5 LEVELS COMPLETED - BBSFFDPC52C2B 

6 LEVELS COMPLETED - BB9HJS6PCQG8DB 

7 LEVELS COMPLETED - BB8TWW69NG42ZJB 

8 LEVELS COMPLETED - BB8-FF280LN-JRBV 

9 LEVELS COMPLETED - BLN—3L02D4ZKMRB 


10 LEVELS COMPLETED- 

11 LEVELS COMPLETED - 

12 LEVELS COMPLETED - 

13 LEVELS COMPLETED - 

14 LEVELS COMPLETED- 

15 LEVELS COMPLETED - 

16 LEVELS COMPLETED- 

17 LEVELS COMPLETED - 

18 LEVELS COMPLETED- 

19 LEVELS COMPLETED- 

20 LEVELS COMPLETED - 

21 LEVELS COMPLETED - 

22 LEVELS COMPLETED - 

23 LEVELS COMPLETED - 

24 LEVELS COMPLETED - 

25 LEVELS COMPLETED - 

26 LEVELS COMPLETED - 

27 LEVELS COMPLETED - 

28 LEVELS COMPLETED - 

29 LEVELS COMPLETED - 

30 LEVELS COMPLETED - 

31 LEVELS COMPLETED - 

32 LEVELS COMPLETED - 

33 LEVELS COMPLETED - 

34 LEVELS COMPLETED - 

35 LEVELS COMPLETED - 

36 LEVELS COMPLETED - 

37 LEVELS COMPLETED - 

38 LEVELS COMPLETED - 

39 LEVELS COMPLETED - 

40 LEVELS COMPLETED - 

41 LEVELS COMPLETED - 

42 LEVELS COMPLETED - 

43 LEVELS COMPLETED - 

44 LEVELS COMPLETED - 

45 LEVELS COMPLETED - 

46 LEVELS COMPLETED - 

47 LEVELS COMPLETED - 

48 LEVELS COMPLETED - 

49 LEVELS COMPLETED - 


BNX5-KJN8KWWQ-6V-C 

BNX59TQZ5TJJXSKQCB 

BNJ77-3LO—3L12PJO 

CBBLCJB8KJQ7TJFVMDNB 

CBBLCKB8KJZ7TJFL8FDB 

CBBLCTB8KJZ7TJFF5FQB 

CBBLFTB8KJ77TJYMQGSB 

CBBLKTB8KJ77TJ-PXGLB 

CBBLKTC8KJ77TJ-FTGPB 

CBBLKTF8KJ77TK-WWGLB 

CBBMKTF8KJ77TK-TOGGB 

CBBMK—F8KJ77-K-RZGLB 

CBBMT-F8KJ77—4-GDB 

CBBPT-F8KJ77-4HHBB 

CBBTT-F8KJ37—F-GRB 

CBLTT-F8KJ79-H-HCB 

CCLTT-F8KJ79—OUPB 

MCLTT-F8KJ79-H4JPB 

MCLTT-Y8KJ79—6CKPB 

MCQTTY8KJ79-PPKKB 

MCSTT-Y8KJ79—TZKJB 
S9-LGPSPSSKXV1TTKB 
MCSTT-Y82KZ9—Y5KDB 

MCSTT-Y82K19-8JLHB 

S9-LGPSP7SSJB0346HB 
S9-LGPNHSKFVS2-SFB 
S9-LGPZ3RGB18RFV 
S9-LGPZ30BZ1 -8GB 
S9-LGPZLMBNKKK-B 
S9-LGPZBCVT8YJ B 
J9TGXHNBB-95-FB 
J9TGXHBB711-BB 
J9TL1BB38QQTCB 
J9TVDBBO-S6TC 
5-CNBBZ-T2KB 
56BHBB7-05B8 
5MVDBBOQO-DB 
5CNBNB2T15CB 
NFHBHV6T49KB 
DZBZB506K6B 


¥ 
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CHANGE HAT 

WARIO LAND 


GAME BOY 


★ ★ ★ 


Richard Murtagh from Birmingham hits the 
Game Boy headlines thanks to his unusual 
tip for Wario hat changing frivolities. 
Apparently, at any time in the game, Wario 
can swap his head gear by pausing the 
action and pressing SELECT 16 times. Now 
hold A and B while pressing LEFT until the 
Wario logo begins to flash, and hey presto 
- un nouveau chapeau! 


SUPER TESTEROSSA 

CRUIS ‘N USA 


ARCADE 


★ ★ ★ ★ 



If you haven't had a trip down to the local 
arcade, here's the excuse you've been look¬ 
ing for. According to David Grimwood of 
Essex, a totally road-tacular silver Testerossa 
can be selected by choosing the Regular 
Ferrari and repeatedly pressing the acceler¬ 
ator pedal until the start of the race. If this 
has been done correctly, the car will trans¬ 
form to a silvery sheen with fantastic cor¬ 
nering and ramming power with no 
damage to yourself. 




CES 4<? 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 































































SAY ‘HI’ TO DAISY! 


Welcome to our brand-spanking 
new section of NHS. From now on, 
this page will be home to Daisy, the 
goodlooking database recently 
installed at Hotliner HQ, and her 
top five most Frequently Asked 
Questions of the month. So without 
further ado we hand over to Daisy 
and her top five for this month. 


HOW DO / FIND THE NIGHTMARE KEY IN THE GROTTO? 

ZELDA - UNITS AWAKENING 


Most definitely a case of easy once you 
know how, Daisy can put lost gamers on 
the right tracks in three easy steps. 

1. From the Power Bracelet, go Right one 1 
screen and lift the bottle at the top of the 
screen to take the upper right passage. 

2. Go Right 1 screen, walk over to the Orb 
and hit it with your sword which will cause 
the posts you are standing on to go up. 
Jump right over the down post, and walk 
Right 1 screen. 

Note - You can walk on a post that is up IF 
you are already standing on the post when 
it goes up! 

3. Go Right 1 screen then Down 1 screen 
and defeat the Imprisoned Pols Voice with a 
bottle, then defeat the Keese (bat), and 
finally crush the Stalfos (skeleton) to make 
the Nightmare Key appear. 


1. Jump over the first 2 lava pits. 

2. Do not jump over the third lava pit, instead 
get a running start and hold RIGHT on the 
joypad. Your momentum will carry you over 
the pit so you can take the low path. 

3. Continue on the low route as you jump 
over the pipe. 

4. Continue right, holding down the Dash 
button to run across the small lava pit with 
the fireball coming out. 

5. Jump over the pipe to the right. 

6. From here, jump to the small block up and 
to the right. 

7. From the small block, jump to the platform 
to the right. Walk right, off the end of the 
platform, falling to the floor. 

8. Take a few steps left and jump to expose 
the hidden blocks. Jump on these blocks and 
then jump to the high platform, up and to the 
right. 

9. Walk right, to the end of the platform, 
jump over to the small gap to the large block. 

10. Walk right and you'll see a platform with 
a spinning fire bar on it. 

11. Jump to this platform 
and run right to the end. 

12. Drop down to the 
small platform surrounded 
by lava. 

13. From here, jump to the 
platform to the right and 
continue right to Bowser. 

14. In Bowser's room there is 
a high ceiling that allows you 
to run and jump over the spiky one. This is 
a lot easier than trying to run underneath 
him. 


1. From the room with the button switch on 
B6, go Right 1 screen through the locked 
door. 

2. Hit the switch (posts to blue). Then go 
Left 1 screen. Up 1 screen and go through 
the top door to take the stairs up. 

3. On B5, go down 1 screen and right 1 
screen. Lift the skulls to reveal a button. 

Step on the button to open the doors and 
go down 1 screen and left 1 screen. 

4. Go through the door at the top of the 
room to take the stairs up. 

5. On B4, go up 1 screen, through the right 
door at the top of the room. 

6. Lift the skull at the bottom of the room to 
reveal a button. Step on the button to open 
the left door. Go left 1 screen. 

7. Drop into the hole in front of the door. 

8. On B5, go right 1 screen and push the 
lower left block to the right, into the hole. 
Walk right, allowing Link to fall through the 

_ hole. 

9. On B6, lift the skull to 
reveal a button. Push the 
block which fell into the room 
down onto the button to 
open the bottom door. The 
coolimost! 


HOW DO / DEFEAT NICK BRUISER? 

SUPER PUNCHOUT! 


1. When you catch Nick with a Move and 
Counter punch you'll need to follow up with 
combos of left, right, left, right. 

2. If you just Move and Counter with Nick 
you're going to run out of time. So continue 
to throw punches constantly, you should 
land most of them. When he blocks one of 
your punches, stop punching and get ready 
to Move and Counter. 

3. When Nick does his jump attack, counter 
it by Dodging left, then ducking his one-two 
punch, and come up punching high. 

4. Nick also has a deadly high-low combo 
that damages you even if you Block it, so 
don't try blocking every punch. Punch back 
between each Block (ie Block, Punch, Block, 
Punch, etc). 

5. Sometimes you'll throw a punch at Nick 
that makes him mad. When this happens 
be ready to Dodge out of the way because 
Nick will try to break your hand. When he 
breaks one or both of your hands your 
glove will glow in pain and you will be tem¬ 
porarily unable to punch with the hand. 


When you come to the two purple ropes 
near the end of the level, the trick is to 
jump quickly from rope to rope to stop 
yourself from being dragged down. 


HOW DO I FIND THE END OF LEVEL 3.4 ON THE LOST LEVELS? 

| MARIO ALL-STARS 


IN THE ICE PALACE HOW DO I PUSH THE BLOCK ONTO THE 
SWITCH PAD? 

ZELDA - A LINK TO THE PAST 


ON SLIP-SLIDE RIDE WHAT DO I DO AT THE TWO ROPES? 

DONKEY KONG COUNTRY 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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where every secret is 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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WORLD 3 

The biggest secret on this stage is where to 
find the letter 'N.' Well, the question mark 
near the exit is the clue: It's located beneath 


WORLD 6 

As soon as Hogwash - the pig - is spied 
have DK double back. Use Hogwash to 
bounce DK onto the pillar to his left. Up here 


WORLD 9 

The barrel at the beginning of this stage is 
good for two things. Aim DK to the right 
and he collects his partner. Guide him left 



and another barrel fires him away to a 
bonus room. Make sure he has enough 
tokens though, as this is a barrel/ button 
scenario! Another secret barrel is hidden 
below the usual play area when firing DK 
through the series of barrels. Using the bar 
rel shown here, fire DK low instead of high 
to find the letter 'N' of his KONG-tinue. 


there is a barrel that fires the ape right 
across the screen to the first save point, and 
the letter 'K.' Another trick using these pillars 
is fotind later on, where a leap from the 
highest point crashes DK through a trap door 
where a rope waits to uncoil. The best kept 
secret is the barrel located to the left, mid¬ 
way up the ship's mast. 


the pathway. Midway through the level, at 
the place shown here, a barrel propels DK 
across the screen. There's also a life-up-can- 
non bonus room nearby. Early on in World 3 
a Kremling's head is used spring DK onto 
the tree-tops, where bananas and DK tokens 
are floating. Finally, unearth the secret rope 
using the weight of DK's fall from the swing. 


WORLD 5 

Below and to the left of the start point there 
is a secret barrel. It takes DK to a bonus 
room full of bananas. The underground 
rope in this stage is right after the series of 
Kremlings, that are used as a spring board 
to give DK the height he needs. The letter 
N' is snatched after being fired from a bar¬ 
rel beside a Zinger (see bottom pic.) 


WORLD 8 

At the beginning, as DK is being lifted across 
the gap on the rope, look out for the cannon 
barrel at the bottom-right of the screen. It 
takes DK to a secret area on Gangplank 
Galleon, stacked with tokens. Use the 
steel keg midway through this world to 
crash through the hill side, though it's 
nothing more than a time saver. Later 
on, use the DK barrel against the 
annoying buzzard on the hill top. 
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NINTENDO mmp 


KREML ANTIS 


WORLD 1 

Use the steel keg at the beginning of World 
1 to make some lovely Kremling Krush for 
the summer. Later, ensure DK catches hold 
of the life balloon - again, it requires 
a quick bust of speed. The tire J jl^ 1 
here is used to bounce DK up 
the slope. Obvious, really! 

Rambi is looking forward to 
meeting DK midway 
through the stage. Find 
him by locating this bar¬ 
rel, placed low between 
these two platforms. 


WORLD 2 

Swim upwards at the $ftart of this underwa¬ 
ter world to find the DK barrel. Nemo hov¬ 
ers suspiciously above a passageway where 
the letter X is hiding. By keeping to the - 
sides of this passageway, DK stays out ojL 
Nemo's reach. A tight squeeze gets DK past 
three Nemos who are protecting the letter 
'N.' At the end of this world 
there is a secret exit, found 
i by swimming to the right of 
* k the first. It is a 

^ chance for 
Kong to 

stock up g 

on DK M 

_ ^ tokens and : .,j ! 

bananas. 


WORLD 3 

At the beginning of this world DK claws 
through the seaweed to find a stash of 
tokens and bananas. However the most 
rewarding secret area is found beneath the 
'N', where an extended passageway is 
stacked with bananas and tokens. It also 
serves as a shortcut that avoids some very 
tricky business overhead. As room is so 
tight in World 3, it's best to have Diddy 

carry out all the 
exploration. He's 
especially great 
at ducking into 
1 hollows to 

escape Fangfish! 
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WORLD 7 

Once DK has Swirlwind under his com¬ 
mand, World 7 is wide open to him. 
Swirlwind bounces DK up to free his partner 
near the beginning of the area. The letter 
'N' is awkward to reach, unless DK lures 
Swirlwind to the left before jumping into the 
crevice. A secret stash of bananas is 
reached from the back of Swirlwind. 

So too is the world's biggest secret 
\ ~ a bonus stage full of bananas, 

\ and one extra life. 


WORLD 5 

For the sake of fetchingfthe explosive bar¬ 
rel, necessary for clearing the road block, 
World 5 is the trickier option. Though DK 
may make it through to the end, saving his 
progress with a KONG-finue isn't so easy. 
Search the passageways beneath the fish to 
find the letter 'O' and 'N'. When 
challenged by the shoal of 
four fish, be sure to keep DK / 
central while lightly tapping / 
the swim button for speed / 


WORLD 4 

There's only one tricky area in World 4 - 
aside from the pesky Slippas that slither all 
about. Actually the Slippas are reluctant 
partners to DK's next cunning scheme: Rare 
no doubt intended that DK use the TNT 
barrel to clear the snake basket out of the 
way, to uncover the tire beneath. However 
the secret world above is just as easily 
accessed by pouncing on a snake as it 
leaps from its basket. The letter 'O' is 
placed just above the exit barrel of the 
cloudy bonus area. The explosive collected 
from this stage is used to blow the pesky 
road block. 


WORLD 6 

The reef is where the Chomps and Fangfish 
family have chosen to hang out. Unlike the 
smaller fish these hunters swim in less pre¬ 
dictable ways, so DK dummies them to 
avoid having his backside 

munched! Chomps is guard¬ 
ing some bonus items 
toward the top left of the 
play area, at the start of 
the world. Fangfish 
occupies too much 
space in the narrow 
' tunnels. But it is 

Nautilus who pre¬ 
sents the biggest 

4 problems, chasing DK 


CLAMBO! 

DK entices Clambo into spitting a pearl at 

him. The trick is to tread water in front of 

the pearl, then move out of the 

way so the valuable little mis- + 

sile is bounced right back. So 

long as DK is careful never to 

float around the centre of the 


area 


- , ~— 

g through the labyrinth 
daring him to make the 
smallest mistake! 
Nautilus also obstructs a 
secret cavern containing 
valuable 


DK tokens. 
Only those 
brave enough to 
lure him away can 
claim them. 


...Kong heads into the mountains. Then 
on to Big Ape City, and the crucial battle 
with K Rool! 
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AUSTRALIA 

A sound selection for all skill types. 
Particularly strong batsmen, and good 
all-round for fielders. Most definitely a 
wise choice for newcomers to the sport 
and this cart. 


WmM 

AYER 


Handed 
Jowler 

* 

•••• 

•••• 

BOWLER 


CHOOSE YOUR COUNTRY 
PLAYER 1 


mOOSE YOUR TERN PLAYER 1 


There's nothing quite like the smack of leather on willow of 
a Sunday afternoon. The smell of a freshly mown crease 
and thinly sliced cucumber sandwiches with the crusts cut 
off. Aaah, bliss! But we're not here to savour the joys of 
summer, no sirree. Instead this is an exclusive and one-off 
chance for fans of Nintendo's International Cricket to check 
out a player's guide straight from Hotline HQ. 

If you're having difficulty pushing the boundaries with those 
slogs, or incapable of destroying those bails, then this is the 
word from the experts. Building on the general guidance 
given in the instruction booklet this is the practise in the nets 
for all console cricketers. 


TEAM TALK 

Eight teams are on offer, each with a varying degree of skill in the Batting, Fielding, 
Bowling, and Running departments. So it's essential you weigh up the pros and cons of 
the teams before making your final selection. Check out the stats for every individual 
player, and don't forget you can chop and change the team as often as poss to suit your 
needs. To help you on your way, here's a guide to the eight national squads, highlight¬ 
ing their strengths and weaknesses. 


ENGLAND 

Solid and reliable, the England team 
also has the advantage of some truly 
excellent batsmen and bowlers. Not that 
you'd know it from our recent test 
performances. 


Ri ant Hande a 
i cRet-Keeper 


CHOOSE YOUR TEAN PLAYER 1 
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WEST INDIES 

By far the best team on the International 
Cricket scene, the West Indians are 
above average in everything. If anything, 
they are slightly weak in fielding, but 
this shouldn't worry you - it certainly 
doesn't worry them. 


SOUTH AFRICA 

Good all-rounders, but little in the way 
of above average players. The best 
choice for complete beginners. 


Undoubtedly the best fielders and 
bowlers from all of the teams, the Indian 
side is seriously let down by weak 
batting. 


A good mixture of both batters and 
bowlers, that suffer from lack of speed 
and butter fingers. Also as demonstrated 
in their recent Rugby antics. 


Very similar to the New Zealand side, 
and likewise suffer from a lack speed 
and hence bad fielding. Useless at rug 
ger too. 


MU 


Apart from a few decent batsmen and 
bowlers, not really much of a team. 
Definitely one for the more expert play 
ers looking for a nigh-on impossible 
challenge. 


CHOOSE YOUR COUNTRY 
PLAYER 1 


CHOOSE YOUR COUNTRY 
PLAYER 1 


AUSTRALIA ENGLAND 
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AUSTRALIA ENGLAND 


CHOOSE YOUR COUNTRY 
PLAYER 1 


:hogse your country 

PLAYER 1 
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(ABOVE) Move all your fielders 
back into the Pavillion if you're 
paying England. Lawd knows 
they're no use on the field, so 
they might as well make 
some sandwhiches for tea. 


BOWLED OVER 

Even though it may sound a bit unsportsmanlike, the best method when it comes to bowling 
is to aim for the batsman's feet and legs and use mainly A button bowls (In swinger). The 
others deliveries will take wickets, but by using them it's more likely the batsman can slog a 
four or even a six. To go for a direct hit on 
the stumps, use a fast bowler and try to 
cut into the stumps. Use this tactic carefully 
though as again it leaves the field open to 
a skilful batsman with an eye for the 
boundary. When using a spin bowler, your 
best bet is to cross the batsman's feet as 
fast and as close as possible. Another 
good idea is to bowl around the wicket. 

Both of these styles leave the batsman 
open to more frequent LBW decisions, so if 
you think you have it, call and sometimes 
the umpire will find to your advantage. 


s/»« A/I 
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L AND R BUTTONS 

It's easy to forget the importance of 
these fellows on the top of the pad, but 
for successful bowling they are vitally 
important. Altering the speed of the 
delivery, the L button slows the ball, the 
R button speeds it up, and when used 
together the result is extra nippy! 


CREASING UP 

Unfortunately a console doesn't provide the luxury of nets to practise batting and bowl¬ 
ing, let alone the opportunity to chuck the ball about a bit to sharpen the fielders reflex¬ 
es. So it's all the more important your team get things right first time round. Once 
again here is the definitive guide from the Hotliners to take you to Test Match glory. 
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THIRDMAN 


r DEEP ff 
POINT ff POINT 


DEEP ^ 
SQUARE 
i LEG ¥ 


SQUARE 

LEG 


SHORT! 

LEG 


SHORT 

COVER 


I MID 
WICKETi 


7 DEEP 
' MID 
WICKET 


.COVER 


DEEP 

COVER 


STRAIGHT 

HIT 


FIELD Or DREAMS , 

As the fielding side you have the option to change the position of the fielders from the 
preset settings. If you really what an efficient field use the custom option placing the 
best fielders (refer to the player stats) in positions where they can use their best skills to 
full advantage. Keep the runner in the outer field ready to chase the long shots. As in 
real life, keep your eyes on the direction in which the batsman is swinging his shots and 
adjust the spread of the fielders accordingly. 


Battirvg : 


Runnings MMM 


RUN LIKE THE WIND 

One final point on runs. Above all never 
take risks going for a single, the opposi¬ 
tions fielders are world class, not the 
school Third XI. Time your runs carefully 
and remember the X button speeds up 
your dash to the batting crease, and the 
Y button performs the same function 
when heading for the bowling crease. 


ABSOLUTELY BATTY 

Like the bowling, there is no easy way to guaran¬ 
tee success. Good old fashioned practise is the 
key to surviving the barrage attacks of the oppo¬ 
sition's spin bowlers. A keen eye of the bowler's 
style, is quite frankly, the best way to assess 
when to slog for a four or a six. Sometimes it 
can be an advantage to come out from the 
crease to meet the ball, but this tactic can also 
leave the wicket open to certain doom if you 
miss the shot. Catch the shot mid-flight with a 
Straight or Off Side, and the L and R buttons 
come into operation to add loft or power to 
the stroke - more often than not resulting in 
a six, or at the very least a four. As a final 
rule of thumb - the faster the delivery, the 
better the results. 


K*BOTCHER 


Ri^r.t Handed 
Fast bc-wi er 


Bowli rvg s mmmmmmm 


NEW BOWLER 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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The essential location for all news 
hungry games fans, What's New does 
exactly what it says on the tin. Check 
out all of the breaking news on latest 
developers and collect cool Nintendo 
‘ icons to use On your desktop. 


(FAR LEFT) The Nintendo Ultra 64! 
Phwor... This was the first pic of the 
new dream machine , and yes , it 
was on the .net. The E3 page kept 
those not fortunate enough to go to 
the show bang up-to-date with the 
latest news. 


I -Highway... World 
Wide Web... the 
net... Call it what you 
want, the future's here 
and all it requires is a 
modem, a PC and a 
swish pair of swimming 
shorts to ride the cyber 
surf into the informa¬ 
tion age. 


Here at NMS we've been 
waxing down the on-line 
boards as our sister maga¬ 
zine in the good 'ol US of 
A, Nintendo Power has 
started to publish their very 
own web site full of fantas¬ 
tic info from the other side 
of the Great Divide. Based 
at Nintendo's American 
HQ in Redmond, Washington 
State, the NP cybernauts have 
been downloading their 
unique blend of the latest 
news, 

grooves, and pics. 

Anyone with Internet access 
can log-on to the home page, 
and from there it's simply a 
question of 
clicking your way through all the 
information you can handle. Join 
us as we wade into the bitstream 
and onto the web. 


© Nintendo of A me rice, 1 0OB 
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In the same way you need a 
phone number to call a friend, 
you also have to have the 
address to contact someone on 
the Internet. Your first port of call 
should be the Nintendo Power 
Home Page, their address being: 

http://www.nlntendo com. 
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Print 
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Keeping the rest of the games industry up- 
to-date, this is where all the official stuff 
goes. Press releases cover new developments 
in hardware, software, and deals with other 
companies. 


Once on-board, a simple clickety- 
click of the mouse on the area of 
interest whisks you into the on-line 
cyber realm of the ninfo-bahn. 


Welcome to Nbvtendo Powers World Wide Web site, where you 
can get up-to-date information about all of Nintendo's latest 
products. We resize that not all of our fans can access the 
Web through a T1 line, so we offer two different ways to 
access our she. For those of you that surf the net with a 1 4.4 
modem or faster, oheok out our High ResokitlpJ^ area. Even 
with a 1 4.4, youd better be ready to spend some time waiting 
for the full-color graphics to load up. We created these pages 
with 800x600 resolution in mind, so if you're running anything 
less, the pictures may scroll off the screen. For those of you 
that are accessing the Web with slower modems, wove 
created a Low Resolution version that is mostly taxi. You oan 
still get all of the same information, but you can download the 
graphics later, when youYe got the time! 
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The complete report on the last 
month's show. Actual details and 
screenshots of the games fea¬ 
tured, plus a transcript of the 
speech made by Howard Lincoln 
(Vice President of Nintendo in 


America) about the decision to delay the 
release of the Ultra 64. Also included in 
this section is a collection of on-line 
debates from the floor of the show fea¬ 
turing none other than Rare's Tim 
Stamper. 


(LEFT)Wowee! Check out the front end 
of this site! Depending on the speed 


and power of your PC, the choice is 


between high and low resolution. Fii-res 


includes all of the pics and flash bits, 


but can take a while to fully download. 
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V 'About as close as you'll 1 
7 get to actually being inside 
[ the building', or so they 
reckon. You and me know 
that NMS is the closest thing, 
really. A few bits and bobs 
about Cafe Mario and how 
great the food is, perhaps they 
should try Cafe Emap Towers! 
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As with other sites on the 
.net, the guys at Nintendo 
Power offer routes to other 
related companies and 
Newsgroups. The other 
companies with Web sites 
include the developers of 
the NU64 technology, 
Silicon Graphics and MIPS, 
software manufacturers 
Virgin, Midway, and 
Williams. 
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mow him... 

And here ends our brief 
tour of the Nintendo 
Power home site. But 
take a butchers to the 
left and right and i 
i check out the other / 
l sites to be inspect- / 
| ed. Stay tuned for /< 
I the latest web r 
1 developments ^ 

I with NMS. 


Mort »' Ko mbat 
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Currently a bit of a CobWeb (.nets 
peak for a location not in use), the 
plan is to branch out and cover a 
whole host of related products that 
gamers will find useful or even cool. 


Fancy checking out the 
technical specifications of 
the Super NES? Well, here's 
the place to do it! 
Fascinating stuff for all fact 
freaks. 
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ake those Kl blinkers off for a while. Give your eyes a chance to 
look around. There's another monster beat 'em up waiting to 
tear into your Super NES. It is Primal Rage - no less than the 
biggest-selling coin-op of 1994 ! 




riitf 


CART SPEC 

• BY: TIME WARNER 

• PRICE: £49.99 

• RELEASE: SEPTEMBER 

• GAME TYPE: FIGHTING 

• CART SIZE: 24 MEG 


Think gods and you usually imagine a bunch of Romans riding chariots, fraz¬ 
zling mortals with lightning bolts for laughs. What you don't imagine - the 
very last thing you could reasonably picture - is seven mutant dinosaurs! Yet 
this is exactly what Time Warner reckon is the case. Even if it's only because 
a punch-out at a Toga Party seemed like a crap idea for a game. 

Primal Rage takes place in a post-apocalyptic future, where our planiH^is 
become known as The New Urth. The nuc lear holocaust awakened the 
ancient gods from their slumber with one^fhought occupying their very few 
brain cells - total Urth domination!!! Problem is they gannot move even one divine 
muscle without the faith of a believer. Create invisible runes using complicated finger 
and thumb patterns to pray for your chosen lord's victory over the seven continents. In 
other words, grab your Super NES control-pad in preparation for some high density 
pom bo action with Primal Kage. 


GAME FEATURES 

• NO. OF PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infiite 

• OPTIONS: Difficulty & time 


GAME INFO 

• GAME ORIGIN: Converted 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: The elusive 
32-hit combo 

• ALTERNATIVES: Mortal 
Komhat II, Killer Instinct, Super 
Street Fighter II 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Sharp 

X) High fierce 


Low fierce 


Low quick 


High quick 

L: Nothing 
R: Nothing 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: BIT MASTERS 

• DISTRIBUTED BY: TIME WARNER 

• MADE IN: USA 

• ARTWORK: c TIME WARNER 
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ARMADON 

Telepathic Crusader 

Make a mistake, and Armadon comes down 
on you like a ton of bricks - with spikes. 
Experts claim he has the most powerful special 
attacks in the game. We'll see. 


CZZ0 






Sorceress From Another Dimension 

Like Dh^isim in'Street Fighter II, Vertigo is a 
strange chahr ter to adojit. However her 
Cobri4p^*9dkmecms r ^ e ' s °ble *° ^ unc ^ 
scrota I attacks at lightning speed 


SAURON 

God of Hunger 

On the offensive, Sauron is poetry in motion. 
His moves pfe relatively easy to perform and 
flow together well. Though his combos aren't 
nearly so powerful as those demonstrated by 
Chaos. Unfortunately his size makes him an 
easy target. 


DIABLO k \ 

Evil Incarnate 

Diablo's speed allows him to pluck Hlfcfoes 
from the air, to scorch them with his fiery 
breath upon landing. He truly is the god of 
hell fjre! & 


HLs Is — other beat 

'em up to 
appreciate, 

mm mm mmm but Prima ! 
^9 L R °y e ‘ s defi* 
nitely cool. 

Not in terms of how the visual 
and sonic translation has been 
handled though it's probably 
the best the Super NES can 
achieve with so much informa¬ 
tion. It's the way it plays. Once 
you're in there fighting, it han¬ 
dles very well. Primal isn't likely 
to attract anybody who has 
become bored with the whole 
beat 'em up scene, but it's 
guaranteed to give serious 
fight fans a run for their 
money. Knowing what we do 
about the mechanics of the 
game, players are assured at 
least a few months of painstak¬ 
ing tactics revision before being 
able to class themselves as 
pros. This was always going to 
be a difficult translation, but 
Time Warner have handled it 
well. They've managed to 
retain the essentials, and sacri¬ 
ficed harldy any of the glitz. 


BUZZARD 

The Noble One 

Humiliation plays a large role in Blizzard's 
strategy. He's able to freeze opponents, then 
tear into them in any way he sees fit. His fists 
are formidable weapons on their own. 


TALON 

Chief of the Raptors 

Out guessing Talon's every move is the only wc 
to counter his immense speed. That he is so sn 
gives him another advantage, lending him the 
ability to make a mockery of projectile attacks. 


CHAOS 

Witch Doctor Turned Beast 

Widely viewed as an experts-only character. 
His moves seem slow and lumbering at first, 
but piece them together and .. .Waaaagh! 

















Any beat 'em up that doesn't 
include two estranged brothers 
in different coloured outfits, an 
Indian mystic with strange 
powers and a foxy chick hell¬ 
bent on the revenge of her 
father's murder is going to get 
my vote. Top marks are also 
awarded to those games that 
are easy to pick up, yet reward 

ANDY practice with increased depth in 
the gameplay. Primal Rage is 
both of these and a very decent game to boot. 
Particularly good is the way that combos are put 
together - with great skill and a good deal of joy- 
pad gymnastics as opposed to a chain of moves 
that result from performing one move at the right 
time, like a couple of beat 'em ups I could men¬ 
tion. In fact, Primal Rage has a very well worked- 
out combat system that, besides boastfully includ¬ 
ing the most attack combinations of any beat 'em 
up, works out the percentage damage of each 
multiple attack too. Graphically it could have been 
more impressive but that is the only fly in an other¬ 
wise great ointment. Well worth investigating. 


Blizzard 

hammers Chaos 
into the ground , 
shortly before 
knocking his 
brains out! 


No Cheese! 

There's no excuse for cheap, or 'cheesy,' 
tactics in this competition. So don't suppose 
that sticking with the one technique, 
repeated over and over, is in any way 
respectable. Any such tragic game play is reward¬ 
ed by a big lump of cheese, displayed for all to 
see in the middle of the screen. Even throwing an 
opponent in Primal Rage involves the use of spe¬ 
cial moves, which some people here at NMS are 
very relieved to know! 


tl® 


For extra energy, the gods of Urth think noth¬ 
ing of chowing down on one of their followers. 
Whenever an opponent gets dizzy, the witless 
tribes people venture forward to check out the 
damage and suffer the consequences. Careful 
not to eat one of your own though! 


J 4 - 


MONSTER MATHS 

Like most beat em ups born out of 
1994, Primal Rage credibility is heav¬ 
ily dependent on combo creativity. 

The maximum count so far is 32 - 
almost as many as the greatest Ultra 
in Kl! Next month NMS begins its 
exclusive play guide dedicated to the 
perfection of this. In the meantime, 
here's a breakdown of how combo per 
formance is measured. 


700-7 chance of 
perfection 

Maximum-combo power for each god 
of Urth is measured in percentages. 

Before you flip, this doesn't mean there 
is a 100-hit combo lurking somewhere! 

The percentages indicate how much of 
their potential the gods have tapped into. 

There are three distinct rewards for achiev¬ 
ing a certain percentage rating. Cheers greet 
the fighter who scores 35% with three hits. 
Thunder and lightning crashes after four hits gen¬ 
erate greater than 35%. In the coin-op streakers 
dash on screen after five hits score greater than 
65%. We confess to not having encountered these 
in the Super NES conversion as yet! 
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Gore blimey! Sauron performs his own special 
brand of plastic surgery for the benefit of Vertigo. 
Meanwhile, in the background , the tribesmen head for 
the water to have a good puke. 


Against the Regulations 

Ever had your hide tanned after only one re-dizzy 
combo in Street Fighter II? It's probably your own 
fault, but it's very disheartening all the same. 
Primal Rage is developed in a way that players 
don't suffer this kind of embarrassment, and 
always have a fighting chance. It's all down to a 
routine called Combo Damage Regulation, where 
damage is reduced by up to 70% above a 
certain number of hits. The fighter deal- 


lumber of hits. The fighter deal¬ 
ing the damage still gets the credit, but is 
denied such an easy victory. 


Post-Mortem 

Even once a fighter is good as dead, there's 
still opportunity to rack up points with a post¬ 
mortem combo. Rather than have an opponent 
die or get dizzy during your favourite combo, the 
routine carries on unless the victim can come 
back with something better! ^ 


No bosses in Primal Rage; just this - the Final 
Battle - where each character returns to fight 
you in its deadliest form. Your representative 
has one energy bar in reserve. Once that's 
used up, it's Game Over! 


GOING ... GOING... GONE BERSERK!!! 

When a fighter enters a Berserker Rage, watch out! Raging characters take 15% less 
damage and deal 40% more. They are impervious to damage through blocks and 
suffer from absolutely no combo regulation! Should your chosen god have less than 
50% of energy than its challenger, or have lost 70% of their total energy. Power hits 
are also good for encouraging that vicious streak! 


REVIEW 
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GRAPHICS 

▲ Superb character 
design. Bit Masters have 
done a fine job at replicat¬ 
ing the coin-op. 

▼ Anyone who's played 
the coin-op will notice the difference in 
quality straight away. 


SOUND 

▲ Sounds good enough to 
have been sampled 
straight from the coin-op - 
minus the surround sound 
of course. 

T Music is slightly muffled, and the spot 
effects lack punch. 


PLAYABILITY 

▲ A masterpiece of combo 
strategy, faithfully recon¬ 
structed from a much 
underrated coin-op. 

▼ It's very exacting, and more complicat¬ 
ed than usual. For die hards only. 


LASTABILITY 

i To fully understand the 
game, and master all the 
characters is plainly a very 
involving process. 

T Like any beat 'em up, 

Primal Rage is more fun with two players. 
One-player games lose there appeal with¬ 
in a couple of months. 
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A skilful interpre¬ 
tation of a techni¬ 
cally superior coin 
gobbler. 

Dedicated fight 
fans should definitely consider this 
alongside Killer Instinct. 
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CART SPEC 

• fiK: NICHIBUTSU 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: VARIED 

• CART SIZE: 4 M£G 


GAME FEATURES 

• /VO. OF PLAYERS: 1-2 

• //£/ID 70 HEAD No 

• BATTERY BACKUP: No 

• CONTINUES: No 

• OPTIONS: Yes 


GAME INFO 

• GAME ORIGIN: Based on 
three sad old arcade classics 
from when your Dad was a lad. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: 64140 on 
Moon Cresta. Managed not to 
kill myself/throw cart under a 
bus when playing the two 
other games. 

• ALTERNATIVES: Mr. Do!, 
Space Invaders, Cosmo Gang, 
Game Boy Arcade Classics 


GAME CREDITS 

• DEVELOPED BY: NICHIBUTSU 

• DISTRIBUTED BY: NICHIBUTSU 

• MADE IN: JAPAN 

• ARTWORK: c NICHIBUTSU 


bhhSP s,ore fhe 

. , hard and feet , belea 9Uered 

f °sk is made hJ° c ear OUtnftU ' 

ot her debl t harder *«// with a tHeir 
Pot tk ■ to avoid nil th errat ‘cah 
Po*~ throwing f rom °cco mpanie ‘ 

— - 6 0rl 9ered rec,v/__ 


R/iZ/ CONTROL MBTHO ^^hods ever. 


(NMS) 62 


GAME CONTROL 

• CONTROLLER: Joypad 

• A?ESPO/VS/l/£A/£SS; l/ar/es 


t/ar/es iv/f/i game 


Varies with game 


Varies with game 


L: Varies with game 
R: Varies with game 

Start: Pause 
Select: Pause 


No stop! 
W^^ 'A This has 

" * 9 one f° r 
enough 

jfTlft# already. 
sJW/Akm Moon 
MS^SSr% Cresta - 
maybe, 

A. Frisky Tom - 
perhaps, 

PAUL B but this pile 
of crap? not 

a chance! It's fair enough re- 
releasing arcade classics in a 
bargain bundle, but not of this 
sub-standard quality. Crazy 
Climber is quite possibly one 
of the worst games in exis¬ 
tence, not only because the 
graphics suck, but because it 
is completely devoid of any 
control system and gameplay. 
The game is worth absolutely 
no merit, and in no way 
should you attempt to play it. 
Nuff said! 


Varies with game 


A s the games industry matures so does the average 
games player. But an odd thing seems to be occur¬ 
ring - as the gamesplayer matures the games 
themselves appear to be getting younger! 

A phenomenon borne out by the current glut of 
"classic" games appearing on all formats. Space 
Invaders on the Game Boy, for instance, sold 
in excess of 35,000 units in the UK alone - 
quite an achievement in this day and age. 

Hot on the heels of that great little pack¬ 
age comes Nichibutsu Arcade Classics - 
a Super NES cart that featuring three 
coin-gobbling classic of ages past - 
Moon Cresta, Crazy Climber and Frisky 
Tom. NMS unpadlocks the gate to memory 
lane to find out whether nostalgia is all it 
used to be. 


Game designers of lore certainly had an eye for 
the unusual. Amongst the daft game ideas that 
used to populate the arcades way back was Crazy 
Climber. The basic premise was this - a little guy 
is trying to reach the top of a tall skyscraper by 
climbing up the outside of the building, scram¬ 
bling from window-ledge to window-ledge. 
Unfortunately the residents of the tower block 
are oblivious to his escalatory efforts and open 
and shut their windows at random and even 
drop the odd flower-pot or twelve with nary a 
thought for the poor lad's safety. 
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|i MMENT 

Moon 
Cresta still 


shines as 
one of the 
best treat¬ 
ments of 
the basic 
shooting 
theme, over 
ten years 
after it 
rekindled 
the Space Invaders craze. 
Arcade Classics revisits a time 
when every new coin-op was 
an original, and talked about 
for its strange new control 
method rather than as a com¬ 
parison to something else. 
That's why these three are so 
memorable. I could still hum 
the tune to Moon Cresta long 
before this cart came into the 
office. If you're totally crazy 
about video games, Arcade 
Classics is definitely for you. 

But if you're somebody who is 
constantly looking forward to 
the next technical achievement, 
you'll find this appalling! 


PAUL 


There are three sh.ps^ ^ Q , her two, « ooy ts able to 
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Successful the 
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The hard-man's blaster in its day, Moon 
Cresta takes one or two players on a flight 
through the alien-infested ether. The attacks 
come in nine varied and increasingly tricky 
waves. Once the first set have been complet¬ 
ed the whole process is repeated, slightly 
harder, slightly faster - but only very slightly - 
until all the player's ships have been used up 
or the player collapses in boredom. Sounds 
fascinating doesn't it? But, believe me, large 
amounts of respect were reserved for this game 
and those gamers that could clock it five times 
or more were treated as demi-gods. Which 
means you all must all worship me now, because 
I've just been through it seven times - Kneel! 
Kneel, puny mortals! 
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DOCKING BONUS. 

20 x lOO = 2000 
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YEAR 


Msky Sev ero/ 

dlff 'cult Qn , I?* Purpi e d of 'n th e 

!<«% HoL^OWog floor , 

0f y of. ,, eve c it i st ', Qs '* di Zzie 

‘o-.ssr?*-. °"o& s « 

*• 'LZ d > rro&Z*°n 


(NMS) 64 


— way to get 

through the 

XI Jiff!If level is by 
constantly 

jumping oft the pipework to 
extinguish the fuse, it's ridicu¬ 
lously easy too. Using this 
method you don't even have to 
bother fixing the pipes when 
the mice break them as the cis¬ 
tern carries on emptying itself 
regardless. A classic case of 
gameplay sacrificed at the altar 
of an original idea. With trav¬ 
esties like this it's a wonder 
that the games industry ever 
got off the ground. Avoid. 


SOUND 


A We shouldn't judge too 
harshly as the games 
sound just like they did 
originally but... 
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▼ ...Arrrrrgggghhh! It's all absolutely 
appalling. 


PLAYABILITY 

A Moon Cresta is amusing 
for a short while. 

▼ But Crazy Climber has 
the worst control method 
in history and Frisky Tom is, well, it's just 
pointless and no fun either. 


OVERALL 

Only Moon Cresta 
holds the remotest 
interest. The other 
two games are, 
frankly, terrible. 

Bypass this particular cul-de-sac off 
Memory lane and go for one of the 
ace Game Boy Arcade Classics 
instead. 


GRAPHICS 


T The old-style graphics 
of all the games are cack 
and the new updated ver¬ 
sions are bob too. 
V. Poor. See me etc... 


In a poll sampling all the games 
experts at Emap Towers, nobody - 
but nobody - had heard of Frisky 
Tom. So just who is this Tom 
bloke, and what has he got to 
be so frisky about? The answer 
lies in his bathroom! For it here 
that a bikini-clad beauty is 
taking a shower (in the 
bath!?). Lord knows why she 
feels the need to wear 
swimwear in the tub, but 
one thing's for sure - if the 
water-supply is cut off for 
some reason and she is 
unable to complete her 
ablutions there'll be no 
friskiness in store for Tom 
tonight! How unfortu¬ 
nate, then, that as the 
bathing beauty showers away the 
grime of her day a crack team of 
mouse plumbers are hard at work 
dismantling the waterworks with 
the sole aim of ruining Tom's 
evening. ^^1 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


LASTABILITY 

A Let's face it - you'd only 
buy this cart so you could 
drag it out of the cupboard 
once in a while for a laugh 
with your mates. 

▼ Mates you won't have for much longer 
if you carry on like that! 































30 % faster 


INCOBPUjjW* 


tacked with extra utilities 


Phew! DPam 

fastest ever Amiga: 400( 
with CyberVision graphics 
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Creating a new 
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CART SPEC 

• BY: IMAGINEER 

• PRICE: TBA 

• RELEASE: TBA 

• G/IMf 7YP£ MAZE 

• CART SIZE: 4 MEG 


GAME FEATURES 

• A/O. OF PLAYERS: 1-2 

• HEAD TO HEAD Yes 

• BATTERY BACKUP: No 

• CONTINUES: N/A 

• OPTIONS: Players/ Difficulty 


GAME INFO 

• GAME ORIGIN: A perfect 
conversion of the 1982 
coin-op. 

• GAME DIFFICULTY: Average 
m SCORE TO BEAT: 20,000 

• ALTERAMT/I/ES; /I fe/i- 
/i/s bat with a ball attached via 
a piece of elastic. 


GAME CONTROL 

• CONTROLLER Joypad 
m RESPONSIVENESS: Excellent 


Fire ball 


Fire ball 


L Nothing 
R: Nothing 

Start: Starts/pauses 
Select: Nothing 


BACK TO BASICS 

Now I may seem like an old fart for remembering Mr Do first 
time round, but then again you damn kids have got no respect 
these days. I mean, in my time all you needed were a fistful of 
lOp pieces to enjoy yourself, and Mr Do is a perfect example. 
Doing a (Mr) Do involves moving a small clown around a fruit- 
filled level. Each level is patrolled by small dragons out to end 
our hero's cherry-picking antics, so a chase to the death 
ensues. The levels can be completed in two ways: Do collects 
all the fruit, or he can kill all the pursuing monsters by throw¬ 
ing the rubber ball he holds or by burrowing under one of the 
level's huge apples so it drops on them. However, these were 
days when real men gained respect and girls by being cocky, 
and huge bonuses await the plucky Do-er. Every now and 
then, a piece of fruit appears in the centre of the screen and, 
if collected, the screen turns red and the dragons freeze, only 
to be replaced by faster critters and beasts marked with the 
letters B-O-N-U-S (guess what killing them in order offers...). 
Beware, though, as the monsters run faster than Do and if his 
ball is elsewhere on screen he is effectively helpless... 


I t0 MC5HOTUL r»T J , 
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Comment 

Whilst Mr 
Do has 
certainly 
*4 ^ r _— stood the 

j test of 

time. I'm 

w stuffed if 

I'd pay 
Super NES 
prices for 

CTri/r it. After all, 
^ U here we 

have an identical conver¬ 
sion of the immensely 
playable 1982 coin-op at a 
few quid cheaper than the 
likes of ISS or MKII. As con¬ 
versions go this is excellent, 
with all the playability of 
the original and the graph¬ 
ics and sound recreated 
perfectly — but so they 
should be, after all it is 
some thirteen years after 
the event! I'm of the opinion 
that, if old classics like these 
are to be converted they 
should be bundled together 
on one 16MEG cart. I'm a 
huge fan of the coin-op, 
and others of its time, but if 
given the choice between 
something modern and this, 

I guarantee Mr Do would 
gather more dust than the 
original arcade cabinets. 




GAME CREDITS 

• DEVELOPED BY: NATSUME 

• DISTRIBUTED BY: TBA 

• MADE IN: JAPAN 

• ARTWORK: c 1994 NATSUME. 








H ey kids, it's 1982 and I'm the latest in wacky, no make 
that bonkers, DJs — iiimiiiiit's Gary Davies. And now, 
for your ears only (hahahahaha) it's Madness with 
their first ever number one: House Of Fun... 

A lot of you won't remember 1982. You were probably eating 
worms or filling nappies. However, it was a dreadful, dread¬ 
ful year. The height of fashion were large white T-shirts with 
'Choose Life' or 'Frankie Says Relax' written on them, whilst 
girls wore these awful jeans with coloured piping down the 
side, and boys who thought they were trendy wore day-gio 
socks. It was also the year when it was revealed that 
George Michael wore a shuttlecock down his pants to 
make him look all man — not easy when you're singing 
something like 'Wake Me Up Before You Go-Go... But one 
thing made 1982 tolerable: the corking games filtering into 
the arcades. As crappy vectors and monochrome Invaders 
finally went away, sprites became all the rage. Donkey 
Kong, Plaides, Gorf, Dig Dug — and. good old Mr Do. Which 
brings us rather nicely to... 


you extro 



















STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 










Back in the 
dark ages 
when Mr 
Do! was 
something 
a bit spe¬ 
cial. 


games 
were all 


NEW-FANGLED IDEAS 

Eeee, you take a really good idea which has been 
around for years, and what do they do? Eh... Eh... 
EH! They tinker with it, that's what. Originally a one 
or two-player game, this Soupy Nintendley thing has 
added a head-to-head mode to the original. Thus, 
in addition to observing good manners and taking 
turns, the programming fellows now allow two chaps 
to play against each other. This entails collecting the 
fruit and killing the baddies between you, but on the 
downside the Do duo only have one projectile 
between them — leading to either good teamwork 
or being a rotter a lot. And you can't tell if they're 
boys or girls these days... 


about 

^Un ! playability 
m W . - well, they 

couldn't possibly have been 
about graphics and sound. 
Anyway, this is exactly what 
Mr Do! has in spades - 
playability and lots of it. It's 
fast, it's furious and it's as 
much fun as a sack of snap- 
pits. But, alas, only for a 
short while. You see it's also 
as repetitive as a sack of 
Gary's jokes and every level 
is a only a slightly harder, 
faster version of the last, 

I meaning there's not really 
an awful lot to make you 
want to see what's next 
other than for masochism's 
sake. As playable as Mr Do! 
is, games like this just don't 
cut it anymore. Best left as a 

i nice memory of a misspent 
youth. 
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BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 


A Erm... well, they're 
identical to the coin-op. 


▼ But, let's face it, they 
were never that great in 
1982 anyway! 


SOUND 


A There's a trend here. 
See if you can guess it... 


46 


▼ Forty music and effects. 
Just like the real thing. 


PLAYABILITY 


A As with the coin-op — 
excellent. The sense of 


Y great, and each level 

can be completed in a number of ways. 


LASTABILITY 


A The levels are tough 
and the baddies quite 
intelligent. 


Y Sadly, it's a little samey 

and gets dull after ten or so stages... 


OVERALL 

A real quandary: 

More immedi- m{ 
ately playable 

than most mod- M 

ern releases, but 
it's too pricey, horribly dated 
and offers little variety. Best left 
as a fond memory. 

















They said it couldn’t be done - not on the NU64 or any other next generation 
machine - and then it happened, a practically arcade perfect conversion of 
Killer Instinct on the Super NES. How did they do it? What’s next for the 16 and 
64 hit platforms? What about the future? And is there no end to the program¬ 
ming talents of Rare? 


In order to find the answers to these perplexing questions we dispatched our top cub reporter Pauli 
"Hotlegs" Bufton to fix up an EXCLUSIVE interview with the top bods at Rare. Here are theyesults of his 
quest. The answers will, in turn, excite, thrill and soothe today's discerning gamer... 

great deal of films, including martial arts 
and a lot of titles involving combat scenar¬ 
ios. But, at the end of the day, it all comes 
down to the artist's imagination and the 
rest of the team as to who or what we think 
would be a fun character to play in a fight¬ 
ing game. 

Other than Kl, what are your 
favourite beat 'em ups? And why? 

RARE Our other favourite beat 'em ups 
other than Kl are everyone else's favourites. 

We play all of the fighting games to see 
how they compare and there are a lot of 
similar games out there that offer no or lit¬ 
tle advancement over the competition. 

More often than not it's the lesser publi¬ 
cised games that have more progression 
than some of the major titles out there. At 
the end of the day it all comes down to 
how well the game plays and flows. It does¬ 
n't matter how realistic or 
amazing the graphics 
^ ^ look - if it doesn't play 

ff *- . well the kids won't 

( buy it. 

. I would like to 

[ /&• ' * i think we 


Background... 

When did work start on the Super 
NES version? 

RARE Work began on the Super Nintendo 
version of Killer Instinct sometime in 
December 1994 

How did you keep it secret for so 

long? 

RARE We kept it secret for so long so the 
same way wo kept Donkey Kong Country 
secret for so long. Wc only speak about the 
products at the right time, otherwise they 
lose all of their impact. 

From where did you draw inspiration 
for the characters? 

R \RI Inspiration for characters comes from 
many different sources, 
v* Obviously we 

, watch a 


have achieved a balance with Kl, in that we 
have some awesome visuals and even bet¬ 
ter gameplay. 

To what extent did Nintendo assist 
with the development? 
f*ARE: Nintendo are an invaluable source of 
ideas and comments that help us tremen¬ 
dously in the creation of our games. We get 
other countries' pofilts of view on the prod- 
ucts\which we feel helps us to give the 
game that overall global appeal. 

ChaVacters... 

t Are the characters' moves identical to 
coin-op in terms of size, voices, and 
fatalities? 

RARE: The characters' moves are identical 
in terms of fatalities, although, obviously, 
we had to make some sacrifices fro the 
amount of frames and the voices. However, 
we still thijjik it looks as stunning As the 
coin-op and manages to squeeze even 
more out of the Super NES' audio than has 
been achieved before. 

Are there any extra moves? 

RARE Possibly. You'll have to wait and see! 

How many hidden characters are 
there in the Super NES? Do Eagle, Core, 

, and Heat Shade exist in either the coin- 
k op or the Super NES version? 
wL RARE We are not releasing 


"Many peoplejp/ho attended the 
E3 show rdbehtly would come up 
to us to aSk us if the version on 
show was flip coin-opW / 



i hid- Is Eyedol going to be a playable 

r in character? 

\W\s RARE: Yes, Eyedol should be a playable 

3 hid- character in the final version. 

II Til 

fea- Control System... 

myths What cut-backs, if any, did you have to 

you make to allow the Super NES to perform 

5 some combos considering the memory restrictions? 

“It doesn’t matter how realistic or amazing ) 
the graphics look - if it doesn’t play well t tJCAfjS 
the kids won’t buy it” 

i there, RARE:No cutbacks have been made to competitive bouts that go on after hours 

allow the Super NES to perform the com- here. 


you would detine 
this phrase. 

Just 

about 

everyone at Rare 
enjoys fighting 
games and this 
is demonstrated 
by the small internal 



What machines did you use to put 
the Super NES version together? 

RARE We used the same type of equipment 
for Kl that we used for DKC - PCs for pro¬ 
gramming, Silicon Graphics for the original 
graphics and our own graphics editors. 

How many frames of animation were 
lost in the character movement? 

RARE Using our latest frame reduction and 
compression techniques we lost only about 
20% of the original frames from the coin¬ 
op, which is an incredible feat considering 
there were well over 1000 frames per char¬ 
acter in the original. 

One magazine remarked that not 
even the NU64 would be able to cope with 
a Kl conversion, what would you say to this 
bearing in mind it's made it to the Super 
NES? 

RARE This is a classic example of don't 
believe all you read in the press. It just goes 
to show how much knowledge some people 
have of the hardware and software industry 
today. 

How will Kl 2 on the NU64 differ 
from the Super NES version? 

RARE You'll just have to wait and see. All 

I'll say at this point in time is that 
^ y it will be a significant 

^ improvement over both the 
■'* *• 1 Super NES and original 

\ arcade version. 

^ \ v y What exact- 

A ly is ACM, and 

how does it 
^ work? How does it 

i compare to what was 

) 4 * \ previously possible? 

y 'V' 1 • \ RARE Advanced 

%..* J \ Computer 

L' / Modelling is a 

' graphical process which 
involves photo-realistic ren¬ 
dered 3D visuals created on Silicon 
Graphics hardware suing 3D software. To 
become an ACM game, the visuals 
throughout the product, including charac¬ 
ters, objects, backgrounds and literally 
everything you see are created on the SG 
hardware hardware using 3D packages , as 
opposed to the more traditional 2D editors 
or paint packages. Compared to what was 
previously possible, I think process offers 
another level of realism in games that 
never existed before. 


bos, you can still do as many varied and 
unique combos as you could on the arcade 
version. 

Do the button chains still exist? If so 
how will you adapt them to the Super NES 
joypad? 

RARE Button chains still exist And they work 
in exactly the same manner as they did on 
the coin-op. There is obviously the option to 
configure the joypad's controls so the indi¬ 
vidual can set up their own layout of but- 
. tons. 

Rumour has it the Super 
NES version is more player friend- 
ly than the coin-op, how have 
/ you achieved this? 

'I RARE: We achieved a more play- 

£ Y5* er-friendly version by listening to 
t all the feedback we received 
%. * on the coin-op version. There 

exists a huge following of fans 
for the original coin-op and many of 
these fans from all over the world write in 
to express their likes and dislikes, which 
we take the time to read and consider their 
suggestions with a great deal of thought. 

Previously Kl was criticised for relying 
too heavily on combo exchanges. Was this 
criticism justified, and has it affected 
these changes? 

RARE The combo system has not been \ % 1 
modified as we consider it to be the 
main reason for the success of the game. 

You don't have to play the game using 
huge combos all the time and many 
people don't - it's down to the play- fj- ? 
er's own unique style of play. \if i v/ 

If you watch two experi- 
^ enced players of the 

■ ^ game fighting one 
ffTfjjiii ■, / another, it's not that 

I Q fj en fj^Qt y OU see big 
I combos anyway, as their 
W ^ ^ / skill at blocking their 

I opponent's moves or 
^ * / using combo breakers pre- 

/ vents this from happening. 

I Technical Specs... 

^ / NMS: How big is your team 

I of beat 'em up experts? 

I RARE: I think most people at 
I Rare would consider them- 
I selves beat 'em up experts, 

I but then it depends on how 


hopefully you will still be able to knock your 
opponents off rooftops in the final version. 

Will the Super NES version have all 
of the same character animations at the 
beginning and end of rounds? 

RARE: Due to memory restrictions we were 
unable to fit the entire beginning and end 
animation sequences in. These sequences 
consumed huge amounts of memory on the 
coin-op and it would have been impossible 
to squeeze these onto a humble Super NES 
cartridge, so they have been reduced to 
still images at the start 
and end of a game. 

When will you 
release all of the secret V 
moves and codes for ^ 'M 

the characters? ^ 

RARE: The secret codes will be * 
released when we consider it 
the right time to release them. 3 
But there are no fixed dates as a' 
to when they will be released. ^ { 
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“Nintendo has jumped forwards to a 
generation of hardware beyond the 
current 32 and 64 bit platforms.” 


with the best working environment in the 
world as surrounding it will be just over 60 
acres of beautifully landscaped English 
countryside. 

What will Rareware be? 

Rareware will be the official title that 
we will publish our own games under. 

You are closer than most to the 
NU64. How significant is this machine in 
view of the current market — Saturn and 
PlayStation included? 

RARE People will just have to wait and see 
how powerful the NU64 actually is. It will 
be a significant advancement over its com¬ 
petitors, almost to the stage where 
Nintendo has jumped forwards to a gener¬ 
ation of hardware beyond the current 32 
and 64 bit platforms. 

Given your advancement in 16-Bit 
software, how future-proof is NU64? 

RARE Nothing is future-proof, but I think 
with the kind of software developers/pub¬ 
lishers and the expertise of Silicon Graphics 
involved with the the development of the 
NU64 hardware, Nintendo has gathered 
together a very strong team that is going to 
be very hard to beat. Only time will tell. 


RARE I think you might see something else 
from us on the 16 bit platform besides 
DKC2 and Killer Instinct. DKC proved there 
is still a lot of life left in the 1 6 bit platforms 
and it would be foolish to completely ignore 
the huge installed user base that exists out 
there.Rare may have at least one more 16 
bit title waiting in the wings. 

You're expanding your team from 86 
to 250 in the next couple of years, what 
does the future hold in store for Rare? 

RARE Expanding from 86 to 250 people 
worldwide is going to be a slow progressive 
move over the next couple of years. The 
main item that the future holds in store for 
us is a new purpose-built complex just 
down the road from where we are situated 
now. If we receive the local council's 
approval for our plans, we will be building 
what we consider to be the best game 
development studio in the world, to house 
200 personnel. Included within the devel¬ 
opment will be a music recording studio, 
motion capture studios and many other fea¬ 
tures that will allow us to produce more 
titles of better quality than DKC and Killer 
Instinct. It will also supply our employees 


Obviously the backgrounds in the 
coin-op are 3D modelled, how have you 
recreated this effect? What's happened to 
the levels that scale — Orchid, Spinal, and 
Cinder? 

RARE The backgrounds in the Super NES 
version are the same ones that appeared in 
the original. There are obviously less 
colours available on the Super NES, but to 
retain that 3D visual quality we have 
included numerous levels of parallax 
scrolling to give them added depth. Many 
people who attended the E3 show recently 
would come up to us to ask us if the version 
on show was the coin-op version, which I 
think is a good example of how we man¬ 
aged to retain the look of the original ver¬ 
sion on a significantly less powerful 
machine. 


The Future... 

Are there any other 16-Bit titles, 
apart from DKC 2, planned? Does this spell 
the end of 16-Bit for Rare? 
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IT STARTED WHEN I WAS YOUNG, SPITTING OUT THE 
CHEAP PAPY FOOD MY MOM TRIED TO FORCE DOWN MY 
NECK'. AS | GREW OLDER I WOULDN'T PE SATISFIED WITH 
JUST ANY OLD TOY; I WANTED THE SUPER DELUXE SETS 
WITH FREE TOKENS TO SEND OFF FOR LIMITED EDITION 
ACCESSORIES. AS I APPROACHED MY TEENS I SOUGHT OUT 
IMPORTED CDS OF HARDCORE GROOVES; COMPLETE WITH 
PONOS TRACKS, LYRIC SHEETS AND EVERYTHING. HONE OF 
YOUR CHART TRASH FOR THIS STYLISH INDIVIDUAL. AHEM. 
'OH YES |'M A QUALITY JUNKIE, AND PROUD OF |T. 
PROPLEM IS, CLASS COSTS AND |'M CURRENTLY SO CUR¬ 
RENCY CHALLENGED I'M STRUGGLING TO MAINTAIN MY 
CREDIPILITY. SO I THANK MY LUCKY. GOLD-PLATED IN A 
SPECIAL GIFT SET, AUTOGRAPHED PY ANDY MCV|TT|E STARS 
FOR THE If MS SUPSCRIPTlON OFFER. BASICALLY, WHAT I 
GET IS TWELVE QUALITY ISSUES FOR THE PRICE OF TEN. 
THAT s mttvt FOR THE PRICE OF 
TEH/// OF COURSE THERE'S MORE TO THIS OFFER THAN 
THAT. I'M NOT STUPID. THE FACT IS I ALSO GET TO SEE 
If MS PEFORE THE HIGH STREET SHOPS HAVE HAD A 
SNIFF OF IT, WHICH MEANS I'M TOTALLY CLUED UP DAYS 
PEFORE ANYONE ELSE. 

'IfOW I DON'T WANT PEOPLE CRAMPING MY STYLE OR 
ANYTHING, PUT THIS OFFER'S OPEN TO ANYONE - MUCH 
AS | HATE TO ADMIT |T. SO IF I WERE YOU, WHICH I'M 
APSOLUTELY NOT OKAY, I'D SIGN ON FOR THIS EXCELLENT 
DEAL RIGHT NOW.' 
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To take out a subscription to Nintendo Magazine System complete the form 
and send with payment to ; Nintendo Magazine System, Subs Dept, Tower 
Publishing, Tower House, Sovereign Park, Lathkill Street, Market Harbour, 
Leicester, LEI 6 9EF. 

(or if you want to pay by credit card call our subscriptions hotline on 01858 
468888 quoting source and offer codes) 

I wish to subscripe to Nintendo Magazine System and I enclose a 
cheque/postal order made payable to Emap Images Ltd for £. 


£24.50 

£33.40 

£36.70 

£50.00 

£57.50 

£33.40 


□ UK (Offer Code; F02) 
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O Air Europe 
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□ Eire 

Source Code : IF18 

NAME .. 

ADDRESS .. 
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(Parent or guardians signature if under 1 8 years) 

All subscriptions will be processed as quickly as possible, but you should allow 
28 days for the order to be processed and expect to receive the first avalible 
issue after that. 

Subscriptions guarantee: remember, if you are not completely satisfied with 
your subscription, you can cancel at any time and get a full refund for any 
unmailed issues. 

□ Tick here if you do not wish to receive any direct mail that Emap Images Ltd 
feels may be of interest to you. 













Developers Beam Software 
have a talent for producing 
fine shoot' em ups for 
Acclaim. Smash TV on the 
Super NES being one of 
their best. With True Lies 
they stick to a similar for¬ 
mula, where Harry has full 
360 degree firing capabili¬ 
ties and is able to lock on 
one position should the 
need arise. And it does. This 
apparently mindless blas- 
tathon hides a surprising 
amount of strategic game 
play, brought about by ene¬ 
mies with an equally fear¬ 
some arsenal as our hero. 
Grenades sap half Harry's 
energy, and enemies aren't 
adverse to legging it after 
their target on occasion. 
These aren't our usual 
stooges, for sure. All that 
said, this is still an extreme¬ 
ly basic idea for a game, 
and may not appeal to 
players who enjoy greater 
depth to their challenges. 


F orget the storyline. True Lies is about 
shooting fancy guns, killing people and 
lots of special effects. And this Game boy 
interpretation manages to hit those first two 
factors right on the nail! As for the last 
thing? Well you could always suppose your 
Game Boy's been rendered using Alias or 
something... 


Harry Tasker is a happily married man and a 
secret agent. His secret identity as an 'Omega 
Sector' agent places him in the front line of the 
worst terrorist scenarios. The one you're soon to 
get involved with concerns the 'Crimson Jihad' 
movement, who are intent on nuking the US 
unless their conditions are met. What these con¬ 
ditions actually are, nobody seems to remember! 


(ABOVE) Stay on the look out for items which boost 
health or provide an extra life. Make sure the area is 
clear before stocking up , however! 


Your target is fanatical leader Abu Aziz, but he is 
a difficult character to catch. The game objective 
couldn't be simpler. Guide Tasker through a 
series of six maze-like play areas blasting the liv¬ 
ing daylights out of Crimson Jihad loons! 


WHICH HAND? 

True Lies is a lot about guns 
and Harry has plenty to choose 
from - Pistol, Shotgun and Uzi - 
plus grenades and anti-person¬ 
nel minesto supplement his 
arsenal. Ammunition is in limit¬ 
ed supply, however the basic 
Pistol has a magical, self¬ 
replenishing clip. It may not 
have the greatest firepower, but 
at least it saves the frustration 
of being caught without a 
means of defence. 


RATINGS 


• BY: ACCLAIM 

• PRICE: £24.99 

• RELEASE: OUT NOW 

• GAME TYPE: SHOOT EM UP 

• CART SIZE: 2 MEG 


GRAPHICS 


♦ Some neat touches and high standard of detail 
throughout. Interesting map layouts. 


SOUND 


♦ Music fails to impress. Standard action-game fare. 
Good enough explosions and gun shots. 


AND WHILE 
YOU’RE AT IT... 

Eagle-eyed marksmanship is 
only half the story. With one eye 
on his target, the other is on 
the look out for objects vital to 
the mission's progression. These 
might be security passes to get 
Harry 'on-line' or keys to open 
gates. Some areas are com¬ 
pletely secret too, requiring 
Harry to pay extra special atten¬ 
tion to small details which may 
lead him to bonus rooms. 


♦ Harry is nippy and very deadly. High tension is felt 
very early on. Secret rooms make play interesting. 


LASTABIUTY 


♦ After a couple of play-throughs, you'll probably 
have found everything. 


OVERALL 


A tough little blaster featuring great control and 
sharp presentation. Nothinq nuclear, but worth 
a blast! 




CZZ23 














sion A strategic element has 
been lost through the absence 
of line changes, and the Sin 
Bin' is gone, where offending 
players usually go to chill out 
The big however is that this is 
the finest Game Boy translation 
of NHL you could hope for. 
Generally the players are 
clearly defined, and there s 
surprisingly little guess woik 
involved when following the 
puck around. It doesn't look so 
good when played through 
Super Game Boy, but as a 


RATINGS 


• BY THQ 

• run:i £24. nn 

• RCIFASI OUT NOW 

• l',AMI ivn SPOUTS SIM 

• CAP I Sl/l 4 MEG 


GRAPHICS 


♦ Far more convincinc) on Game Boy than through 
Supci Game Boy. The action moves as fast as it can. 


SOUND 


♦ All special effects, from the siren to the noise of the 
puck, are represented well. 


PLAYABILITY 


♦ Flawed because of the slow response time, but oth¬ 
erwise mechanically sound. 


LASTABILITY 


♦ Easy teams make way for extiemely tough ones. 
Challenging every one in the league is no picnic. 


OVERALL 


A tough spoi l to convert over lo Game Boy, bul a 
surprisingly cool success lot THQ. 
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N HL Hockey on 

Game Boy! Have 
THQ gone mad! 

Well, would you believe, no. 
Top developers Probe have 
handled this conversion of 
Electronic Arts' sports classic, 
and it plays chillingly well. 

Along with the John 
Madden American 
Football and FIFA 
Soccer licenses, 

Electronic Arts' NHL 
Hockey series set stu¬ 
pidly high standards for 
Super NES. Featuring intuitive 
player control and impressive 
attention to realism; 16-bit NHL 
is also fast, furious and incredi¬ 
ble fun to play. Some of the 
options are frozen to compen¬ 
sate for limitations, but the 
Game Boy version 
plays mostly the 
same. It's quite 
a feat, and one 
we're glad to 
detail here. 


*lG 


Basically NHL 95 is great, but 
there are a few reasons why it 
isn't amazingly so. The 
response speed is slow for one 
thing, with half a second 
between the press of a button 
and the desired result on 
screen. Where players come 
together in a group, the sprites 
tear and cause some confu- 


AMM SJ 
Q O 


(ABOVE) Players can and do get injured 
in NHL '95. When somebody's in 
trouble, the word 'Aaaaaaghl' appears 
in the bottom left-hand corner of the 
screen. If it's bad, that player is taken off 
the rink to recover. 

STICK IT TO THEM! 

Your team are pretty good at keeping 
on their feet, but there is an art to skat¬ 
ing. When competing against the lesser 
teams, it's okay to have players take five 
minutes making a 180° turn. Tougher 
teams cut through this sort of nonsense in 
no time at all, though! Turning on a Dime is 
just one of the skills that helps get the better 
of the Hockey League's meanest. There are 
three ways to make a shot on goal too. A tap 
of the A button places the puck in the back of 
the net, after tricking the keeper. Long-dis¬ 
tance shots sail hard and fast - but less surely 
- goalwards by keeping the button pressed 
longer. These 'Slap Shots' are aimed low or high 
depending on the direction pressed on the d-pad. 


r ..~ ' r... 

If it s any indication, you still 
want to scream the place down 


(ABOVE) Though they're mentioned in the instruction 
manual, One-Timers are an advanced tactic. It's like a 
'One, Two' in soccer, where the puck is passed and is 
sent ricocheting off a team mate's stick into the goal. 


SEASONAL BEATINGS!!! 

Much of the statistical information and finer con¬ 
trol is gone, but a whole new game mode is 
included to make up for the losses. It's called 
'Shootout,' where your team's top striker tries 
to beat the opposition's goalie as one 
player takes turns with the CPU in 
trying to score the most 
points. In addition 
there are the 
standard play¬ 
offs, where a 
passcode records 
progress. A 
Regular Season 
game stands as a 
one-off affair 
between any two 
teams of your choice 

































TASTER 

Naming a hero is usually a very 
sombre ceremony. In contrast the 
set-up screen in Earthbound offers 
the first demonstration of the 
game's outrageous personality. 

Here is where players not only 
name the three boys and one girl, 
but the family dog as well! The 
game also asks for your favourite 
food and coolest thing, for use later 
on where such personal truths are 
used in jest. To top it off, five 
'flavours' of text window are pre¬ 
sented for your delectation: Mint, 
Banana, Strawberry, Peanut or 
Plain. We chose Peanut. 


A METEORIC RISE — 

The story, for it is a more interesting one than usual, is as follows: One night in 
the year 199X a Meteorite crashes into the hills of Onett; a small town set in 
the clowns of Eagleland. Of course this is no ordinary lump of moon rock; it is 
transport to a messenger of doom!!! One who doesn't have very long to live, as 
it happens, because Giygas, 'Universal Cosmic Destroyer,' is trying very hard to 
bring the human race under his evil influence. Giygas affects his schemes 
through the use of subtle tools which allow him to brainwash his victims. Just 
like Andy McVittie does, only worse. With everyone so bitter and turned against 
each other, it makes things only too easy for Giygas to take control. However it 
is written, in teacher's pen in the margin of the heavily corrected essay of life, 
that three boys and one girl will have enough faith in good to stop Giygas. 


Not another RPG! That’s not a complaint, it’s a 
revelation. Earthbound is not another RPG - 
though it may share similar traits. We know this 
because people who usually won’t sit in the same 
room as an RPG are fighting for a place by the TV 
to watch. For a one-player game, Earthbound 
attracts too many living-room 
‘advisors’for comfort! _ _. . _. . _ 

Nintendo of America's latest role- _ | I \ 

playing game, Earthbound, is fine I j \ 

tuned to fry your brain. A triumph J I / i \ 

of total coolness! Kids ignore their | / A \ J L 

mothers' advice, then give cheek to U «—* LA \ \ 

someone else's parents. Alien / \ | R 

super-beings are swatted like flies ■—i / . —. \ \ 

by house-wives. Gangs of slugs try / / \ \ II 

to hypnotise if cornered (but it 1 

doesn't work very well), and Star- \___ 

Men battle against psychedelic colour- 
fields to sounds of ambient techno. 

Earthbound is where you find out that some- 

body close is secretly wetting the bed at 

night! But that's not important for now. What . 

is vital is for you to get a taste, without giv- ^ 

ing too much away, of what has been keep- 

ing NMS awake at night for the past month. 


PAULA 

This Junior School ^_ . ^ 

teacher quietly turns JEFF 
her powerful PSI on the With a pro fessor for a 
offensive. A childlike father, it foMows that 
attitude to learning Jeff is something of a 
allows Paula to absorb genius too No psyc(li( 
great psychic strength, power> just a ta | ent to 
which she turns against app | y his mjnd to com 
the enemy. But it is her p | icated matt ers of sci 
dedication to prayer ence. Numerous bro- 
that separates Paula ken items are handed 
from the rest, guaran- to Jetf for h i m to work 
teeing random spiritual wonder s with. Which 
aid for her team. he irtvar i a bly does. 


Poo is a Prince from 
some exotic land, far off 
in the east. A mysterious 
background means his 
character harbours 
many surprises, such as 
a knack for mirroring an 
opponent's abilities. On 
a more basic level, Poo 
is trained in a broad 
spectrum of martial arts 
which he applies to giv¬ 
ing the enemy rainbow- 
coloured bruises! 

Poo sports the coolest 
hair-style too! 


NESS 

Boy with such a one- 
of-a-kind, incredible 
destiny that even his 
own mother wouldn't 
have thought it possi¬ 
ble. Ness is going to 
save the world - a rev¬ 
elation issued from the 
proboscis of a cosmic 
fly. His psychic powers 
are used to restore 
health as well as strip it 
away from the enemy. 


bound 





















PACKING A BETTER PUNCH 

Earthbound boasts a spicier method of 
fighting than any other RPG. It is similar 
to the windows based, number system 
used in the Final Fantasy series, but more 
colourful because it allows for great gags. 
After choosing tactics for the team, players 
observe some really freaky exchanges with 
Giygas's minions. A text window details 
each confrontation, noting when charac¬ 
ters laugh hysterically, fall over or just feel 
strange. Cowards use their partners as 
shields. Heroes crave their favourite food. 
It's crazy! 


SUGAR DADDY 

What do you suppose is the most important 
item the saviour of the world could carry? Bet 
you didn't reckon on an ATM card did you! 
Without his Automatic Teller Machine card, 
Ness may as well forget his mission. It's his 
lifeline. Money deposited into his account by 
his father - a never-ending supply - is put tc 
\ use buying everything from boiled eggs to 
state-of-the-art weapons. A man offering 
hints in every town won't divulge unless he 
is duly rewarded either. Money talks in 
Earthbound. Though not literally, you might 
be surprised to know. 


PLEASE RELEASE ME... 

Look, it's this simple: * 

Earthbound is the greatest thing 
to arrive on this planet in aeons. 
If Nintendo UK won't release it 
we're hiring some of Whitley 
Strieber's aliens to get scientific 
with whoever's responsible! 


my M&g« 


|rm 


^S8SS»sss.» 


GAME DATA 


• GAM: EARTHBOUND 

• BY: NINTENDO 

• RELEASE: TBA 

• GAME TYPE: ADVENTURE 

• PLAYERS: 1 

• CART SIZE: 24 MEG 
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eaihe release 

WHAT TO BUY 
) HEW TTCHHOIOBY 


READER SYSTEM 


As sure as the sun doth rise and the little birds singeth their 
songs of morning joy in the trees. As sure as Paul Davies 
throws himself at the altar of Kirby and Gary Harrod ques¬ 
tions his workmates' parentage/gender. As sure as all this, 
questions still keep a-coming to Q&A and, thanks to the 
power of his reinforced steel question-answering cravat, Andy 



iS&tllh i 


FRENCH ACTRESSES RULE 

DEAR ANDY 

Just a few questions. 

1. What qualifications 
do I need to become a 
writer on NMS? 

2. What age must I be to 
become a mag writer? 

3. What would be the best way 
to get an interview for NMS? 
Who would I talk to? 

4. What hours do you work? 

5. Is it possible to work from 
home - get carts sent by post? 

6. Is there anything else that is 
not mentioned above that 
would help me? No smart 
remarks please. 

7. Do you want your eyeballs 
sucked out by a goat, then have 
them replaced with hot toffee 
apples.? Do you want live 
scampi in your breeches? print 
this letter and you can choose 
which fetish you prefer and I'll 
get Michelle Pfieffer to do it for 
you. Honest. 

Corlos MacFlannagan, Bradford 

O Andy.l. My, what a 
timely set of ques¬ 
tions. NMS is, you 
see, looking for a 


new staffy. 1. You need to 
have a flair for the English 
language, be fairly good at 
games, be a natural diplo¬ 
mat and not be a prat basi¬ 
cally. 2. 16 or over. 

Preferably over. 3. Write a 
couple of reviews, trying not 
to be too funny or clever (a 
mistake a lot of people 
make), and send 'em to me 
with a covering letter and a 
CV if you're old enough to 
have one. 4. Official office 
hours are 9.30-6pm but the 
NMS crew work ridiculous 
hours for half the month then 
skive like the wind for the 
rest. 5. Dear me, no. 6. Yes, 
always arrive on time and try 
not to swear during inter¬ 
views. 7. Erm...Yes please, 
but can I have Emmanuel 
Beart or Julie Delpy instead? 

O DEAR ANDY 

Answer my questions 
or HI destroy every 
game of Plok and ISS. 
Then I'll destroy you! Answer 
and I'll play Plok for evermore. 

1. Aren't I ace? 

2. Are there any cheats for 


keeps a-responding to them. Even the crap ones about bring¬ 
ing back the Charts and Nindex. What a guy! What a saint! 
What an idiot! Ah well, as long as he's happy you might as 
well send off your console conundrums to Ol JAFFA! ANSWER 
THESE ONES THEN - GO ON I DARE YOU! Q&A, NMS, 30-32 
Farringdon Lane, London EC1R 3AU 


Plok? 

3. In what order would you put 
my four games? Super Mario 
World, Mario Allstars, Plok and 
Wayne's World. 

4. What will the cheapest game 
for the NU64 be? 

5. What will the first game 
released be? 

Thanks for answering and tell 
Paul Davies to get a life. 

Paul Healey, Bishopswood 

O ANDY: 1. Why, yes 
you are. 2. None 
other than the warps 
that everyone knows 
about. 3. I'd rank them in 
alphabetical order and then 
apply a cross-referencing 
system to work with some 
sort of electronic media 
retrieval system. You can't 
get more ordered than that. 

4. Blimey, nobody knows that 
one yet. 5. Doom, Pilotwings 
2 - any one of the ones we've 
mentioned. All of them prob¬ 
ably. Paul already has a life. 
Nine, in fact. 




DEAR ANDY 
In March I was bought 
a Super NES as a 
birthday present. After 
trying out a few games I discov¬ 
ered that I really enjoy shoot 
'em ups. I possess Super Strike 
Gunner and also have loaned 
Gradius which I tried to pur¬ 
chase, but with no luck. Any 


ideas? I know absolutely noth¬ 
ing about games, but would 
really like to purchase some 
new shoot 'em ups, which ones 
do you recommend? 

Jane Anne Peabody 
Andy:It's been a while since 
I've had to think about shoot 
'em ups - no-one's making 
them at the moment. There 
are, however, lots of good 
ones around. Try these for 
size. Super Parodius, Super 
Aleste, Axelay, R-Type 
(although it slows down a 
bit). Jungle Strike, Super 
Contra and Pop N' Twin Bee. 
They're about the best the 
machine has to offer. 



O DEAR ANDY 

Please answer my 
questions. 

1. The games I have 
are Super Metroid, Zelda, 

Return of the Jedi, Uni rally, 

DKC, Mario World, Street Racer, 
Mortal Kombat 2, ISS, SF2 
Turbo, Alien 3, Starwing and 
NBA Jam. What should I get 
next? 

2. What would you say is the 
worst game on the Super NES? 

3. Are there any cheats for 
Super Metroid and Zelda? 

4. In a shop I saw Plok for 
£10.99. Is this a good buy? 

5. What are your top five Game 
Boy titles? 

6. My Nan says that most 











games that are made in Japan 
are designed by English people 
and the Japanese buy it off the 
English and sell it to the rest of 
the world. Is this true? 

Oliver Isbell 

O ANDY:l. Missing 
from your fine col¬ 
lection are the fol¬ 
lowing classics. 
Earthworm Jim, Mario 
Allstars, Mario Kart, 
Pilotwings, Super Contra, 
Castlevania IV, Super Ghouls 
and Ghosts and Plok, of 
course. And a bunch of oth¬ 
ers most likely. 2. Without a 
doubt Tom and Jerry and 
Rise of the Robots must come 
pretty close. 3. None that I 
know of. 4. Buy it! 5. Donkey 
Kong Land, Link's 
Awakening, Monster Max, 
Kirby's Pinball and Mario 
Picross are my current top 
five. 6. She's half right. Out 
of your list Unirally, DKC, 
Street Racer, Alien 3, 
Starwing and NBA Jam were 
programmed in the UK. 

Plok's a British game too you 
know! 

LEST WE FORGET 

DEAR ANDY 
I have had NMS since 
issue one and have 
still got all the old 
Mean Machines and CVGs. I 
have well over 150 games cov¬ 
ering six formats and I still have 
a few questions that need 
answering. 

1. Do you remember 
Gamesmaster Live at the 
Birmingham NEC? Is there 
going to be any more NEC 
Video games shows hosted by 
Emap? 

2. A few months ago you said 
there was going to be a Zelda 
Allstars cart. Any further news? 



3. Is it really dangerous to use 
a convertor for Japanese and 
American games? Should I buy 
an import machine to play 
import titles? 

4. Will anyone create a Super 
Game Boy game that will let 
two-players play together? 

5. Will either of these games 
ever have an official release. 

Jaki Crush, Kiki Katai 1, 

Xandras adventure, Konami 
Baseball, the other Mystical 
Ninja games, Smash Ball, World 
Heroes Jet, Fatal Fury 2, 
Actraiser 2, Tetris Battle Gaiden, 
Ranma 1/2 part 3, Fatal Fury 
Special, Samurai Shodown, 

Final Fantasy 3, Libble Rabble, 
Super BC Kid, Wonder Project J, 
Hagane, Puzzle Bobble, Front 
Mission, Battle Pinball, Dharma 
Dojo. 

6. Will X-Men - Children of the 
Atom ever get a Super NES 
release? 

7. Any chance of a complete 
guide to consoles part 2? 

8. Are you ever going to do any 
more videos with your maga¬ 
zine? 

9. Can I still get hold of UN 
Squadron, Ghouls and Ghosts, 
Final Fight or Pilotwings? 

Mark Hogg, Derby 

ANDY:!. Nothing at 
the NEC but we may 
be at Live 95 at 
Earl's Court. 2. No. 
Looks like it's not going to 
happen. 3. Put it this way. 
I've a mate who's on his 
third Super NES thanks to 
convertors. As for buying an 
import machine, well it's a 
bit of an expensive option, 
can you afford to maintain 
two Super NESs? I can't. 4. 
There already is one in Wario 
Blast. Bomberman 2 is going 
to be four-player. 5. Ubisoft 
were planning to release 
Actraiser 2, Super BC Kid is 
out soon with Hagane and 
that's yer lot. 6. Non mon¬ 
sieur. 7. Possibly. 8. I doubt 
it. 9. You're unlikely to find 
them on the shelves of major 
stores. Best bet is to check 
your local second-hand 
game emporium. 




DEAR ANDY 
Please could you 
answer these ques¬ 
tions as they've been 
bugging me for ages. 

1. Is Sensible World of Soccer 
coming out for the Super NES? 

2. A while ago a game called 
FX Fighter was mentioned. 

Could you tell me something 
about it? 

3. Would it be wise to get 
Tournament Fighters? 

4. Which should I get out of 
Chrono Trigger and Front 
Mission? 

5. In Issue 31 someone asked if 
FIFA 95 was coming out and 
you said "No". How come? 

6. Will Micro Machines 2 come 
out for the Super NES? 

Simon Ball , Somerset 

O ANDY:l. Not as far 
as I know. 2. FX 
Fighter was a polyg¬ 
onal beat 'em up 
that has been totally 
dropped from the release 
schedules for some strange 
reason. 3. I'd wait for Killer 
Instinct although Tourny 
Fighters is a fine game. 4. 
Chrono is coming out 
Stateside if that answers your 
question. 5. I said no 
because - and this might be 
a difficult concept to grasp 
for you - that was the answer 
to the question. Tch! Good 
news is EA are planning to 
release FIFA '96 sometime 
this year. 6. I wish it would 
but it won't. Think I'll go and 
cry now... 






IMPORT INQUIRY 

DEAR ANDY 
Please answer my 
questions or I'll get my 
Dad, Chief Thunder, to 
kick your butt. 

1. Will there ever be a Mario 
Kart 2, Punchout 2, Unirally 2 
or Cannon Fodder 2 for the 
Super NES? 

2. Will Nintendo make the 
NU64 grey like other Nintendo 
systems? 

3. When is Theme Park 
released? 



4. Is Muscle Bomber available on 
Official release? 

5. Please print more game store 
adverts. I need to know a good 
importer where I can buy Killer 
Instinct and Doom. 

6. Will you bring back the 
Charts? 

7. Will you not bring back the 
Nindex - it sucks! 

David Edwards 

O ANDY.-1. Sadly I can't 
confirm sequels to 
any of the games 
mentioned. It'd be 
nice to think that someone's 
working on Mario Kart 2 for 
the NU64 though. 2. Looks like 
it's going to be a fetching 
shade of black unless the 
Japanese have any other 
ideas. 3. Should be out by the 
time you're reading this. 4. 
Nobody ever bothered with it, 
although I did see a UK ver¬ 
sion in Beatties once. I don't 
know who did it though. 5. 
We'd print more ads if more 
stores wanted to advertise. As 
for waiting for an import ver¬ 
sion of Kl and Doom. Why pay 
more when the Official Kl is 
out only a couple of weeks 
later? And the import version 
of Doom'll cost an absolute 
mint! 6. Maybe. 7. Okay then. 
But only because you asked so 
nicely. 
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I'M WITH THIS IDIOT 

Dear SEAL 

I've just completed Zelda 3 for the 
umpteenth time and now my thoughts turn 
to the NU64. An interview with Shigeru 
Miyamoto in a rival magazine revealed that 
a new Mario game is to appear and he vir¬ 
tually confirmed that he was working on 
Pilotwings 2 with Paradigm. My pal, 
who buys this magazine is now gloat¬ 
ing over the fact that he gets better 
NU64 coverage than I do in NMS. Are 
these facts true? Now, on the same 
subject, I'm begging you to ease my 
worries. Mr. Miyamoto (SM for short) is 
working on a game incorporating a 
real-time 3D world with Angel Studios. 
Please tell me it isn't Zelda 5! The 
game's classic playability would cer¬ 
tainly be damaged by anything other 
than the overhead view. Don't get me 
wrong - the idea of a real-time world is 
very exciting, but I'd hate to think that 
Link's Awakening was the last of the 
traditional Zelda games. If the Angel 
project is not Zelda 5 I hope Nintendo 
are not ignoring the series and placing 
more importance on the new, flashy games. 
Is SM developing any more games within 
Nintendo itself? Surely he is working on a 
new Mario game? 

A/an McDonald , Cumbernauld 
SEALNext time your friend starts to 
gloat about having superior NU64 cov¬ 
erage, kindly make him aware of a few 
small but, we feel, rather significant 
facts. We first revealed the "rumour" 
about the new Mario in NMS 29 and 
followed up with the Paradigm story in 
issue 30 - Hmmm, that was almost six 
months ago now. Next you might like to 


OCEAN PICTURE 
OF THE MONTH! 

Pic of the month goes to one Matthew Taylor 
who was obviously too busy refining his cray- 
oneering skills to bother giving us his full 
address. Gis a call, Matty lad. 


point his ignorant features at the series 
of NU64 specials we have run over the 
past few months - interviews with top 
programming teams and such. Now ask 
him who has the best coverage. No con¬ 
test I reckon - damm fool bwoyl Can't 
confirm the Zelda 5 story, though - 
nobody can except the parties involved 
and they're not allowed to say any¬ 
thing. But if you spend years, as 
Nintendo have done, developing a 
strong brand like Zelda, you'd be fool¬ 
ish not to capitalise on it. So expect 


JUST FOR LAFFS 

Dear Sir/Madame 

I read your magazine every month and I 
enjoy it very much. It is especially helpful 
with tips and cheats for mu Super NES. 
Would it be possible for you to send me 
some tips on StarWing, Jurassic Park 2 and 
Desert Fighter? If possible could I have 
some information on future games. This is 
my school homework. 

Jimmy Kemp , Truro + 

SEAL:Arrgh! I can't hold these sides of 
mine much longer! I don't know what 
gets into me sometimes, but I thought 
you might quite enjoy this mirthsome 
missive. School homework indeed! 

YOU NAUGHTY SEAL 

Dear SEAL 

I am writing in concern of your reply 
to a letter from A Madin. He wrote in 
stating the problem of the NU64 com¬ 
ing out after Xmas. You replied by 
saying all of this gobbledy gook about 
the NU64 being better than all of the 
other machines coming out. We all 
know that the NU64 will be better 
than the others. We all know it will 
knock the socks off any competition. 
All A Madin was saying is that some 
sad people don't have access to such 
supreme magazines as this and don't 
get the information they need to tell 
them to wait until after Xmas to get 
a better machine. I don't mean to 
have a go, I just got a tad annoyed 
when you got hold of the wrong end of the 
stick and didn't answer the question. 
Otherwise keep up the good work on this 
excellent mag. 

David Fleming , Dunstable 
SEALHey, I'm not Seal: The Voice of 
Reason, you know. People don't write to 
me expecting to receive fair treatment 
and well-considered comment - that's 
the job of the Q&A section. Besides 
which, my treatment of Mr Madin was 
scarcely harsh. Unluckily for him, his 
was about the millionth letter complain¬ 
ing about Nintendo's release policy and 
there's only so much moaning a Seal 


more from Hyrule soon. As far as SM's 
other projects are concerned, well, how 
about Yoshi's Island as seen in this very 
issue. Miyamoto's actual level of 
involvement is unclear although he did 
say in our interview with him (NMS 20 - 
hey that's another first) that he likes to 
have a hands-on involvement with any 
game involving one of his creations. 
Hey, we're dead good us, you know! 


Are you aware, dear readers, that next month represents something 
of a celebratory occasion in the history of NMS. We are, you see, 
three of your Earth years old. That’s right, 94,608,000 seconds 
of top Nintendo-based splendour and magnificence in 
what is now and has always been the nation's best and 
biggest-selling Nintendo magazine. So don’t you think 
I deserve something stonkingly good to mark the 
occasion? / mean, I’m only three once you know. 
Some cake’d be nice, or maybe some Reader 
kidneys, lightly tossed in butter and served with 
a slug and sellotape couiis. Mmmmm! But / 
suppose some quality letters would do just as 
well. So, go on, spoil me - send all gifts and let¬ 
ters however large and expensive to SEAL'S 
CENTENARY CELEBRATORY SACK OF SATIS- 
ACTION, NMS, Priory Court, 30-32 Farringdon 
ane, London EC1R 3AU 











can take. I suppose I'll get letters about 
being rude to you too... 

BUY MORE PANTS NOW 

Dear SEAL 

You and Andy must be sick of people who 
write in asking if the NU64 is better than 
the PSX or Saturn. Don't they read the 
mag? Don't they see the NU64 specs? The 
NU64 kicks the Saturn's and PSX's asses. 
We've only just seen the true graphic capa¬ 
bility of the Super NES in its dying years, 
just imagine the NU64 at its full potential! 
Why can't people just trust Nintendo who 
have always delivered the goods? Mr fat- 
assed-get-Sega-man will whimper behind 
his chair when the NU64 gets released. The 
same with Sony.So everyone who wants to 
move onto the next generation, be patient. 
Buy some pants and when the NU64 is 
released, buy it. But trust Nintendo, they 
never fail. 

Marc Ford , A ddlestone 


^ifiFerlT 

TVrnOSl ' O^inal 
S ^ hc <- Conposl- ko~»bah 


It's ironic isn't it, that in the twilight 
years of the machine all the best games 
are coming out. And, as if the likes of 
Doom, Diddy's Kong Quest and Killer 
Instinct weren't enough, we've just 
found out about Yoshi's Island, the sequel 
to Super Mario World - still the best plat¬ 
form game on any machine, ever. In fact, 
gameplay-wise, the Super NES can still 
hold its head up it head up amongst 
much more powerful, "next generation" 
machines. The lads from S*ga Magazine, 
for instance, still feel compelled to sneak 
into our games room for the odd game of 
Mario Kart or twelve. Daytona? Pah! I 
say. Pah!! 


■o - _ — Jv. 


(LEFT) Not a 
drawing but a 
compo entry. 

But Pete liked it 
so here it is. 
Well done 
Martin Gillon 



(ABOVE) Stephanie Allman 
-certifiably twisted. 

(RIGHT) It's that Rob Jenkins lad again. Look Rob , 
you can't win twice you know. 

SEAL: At this point I feel I should assure 
all readers that Marc Ford does not 
work for Nintendo. I've got to agree 
with him, though. All the hype sur¬ 
rounding Nintendo's machine is cer¬ 
tainly being backed up by all the 
Developers we've spoken to, and the 
industry gossip is that the NU64 will 
truly kick ass. So, brown, I think, should 
be the colour of the pants you should 
buy. You may want to invest in a set of 
Bicycle clips too. 

THE LAST PROUD SUPER NES 
OWNER 

Dear SEAL 

I've been trying to sell my Super NES for 
about three months now but with no suc¬ 
cess. Most people own one already or are 
waiting to buy an NU64. A friend of mine 
has sold his for £20 with Mario Allstars. I 
could never sell mine for such a ridiculous 
price. What has also changed my mind is, 
thanks to companies like Ocean , Acclaim, 
Bullfrog and Nintendo, I am amazed by 
how many brilliant new games are appear¬ 
ing for it, despite the fact that the Virtual 
Boy and NU64 have taken priority and are 
attracting other games companies. Games 
like Theme Park, Chrono Trigger and Primal 
Rage make me proud to still own a Super 
NES. It will be one of the best games con¬ 
soles right up until the NU64 hits the mar¬ 
ket. 

Jon Ross Hay , Etchingham 

SEAL: Never was a truer word written. 



Z 


A VIKING GOD WRITES... 

Dear SEAL 

Why is nobody talking about the Virtual 
Boy? Has everyone forgotten about this 
new 32 bit piece of equipment? The only 
mags that seem to cover it are saying how 
rubbish it will be apart from NMS, and I 
give you a big thumbs up for that. I know a 
lot of people said how the Game Boy 
wouldn't be up to much because of the 
mono graphics and lack of back-lit display, 
but look how popular it was and still is. It 
certainly turned out to be better than Atari 
and Sega's efforts. The red graphics of the 
Virtual Boy are a bit of a downer, but just 
look how powerful the machine is and how 
brilliant the 3D is. I have to say that Red 
Alarm looks the best of the bunch and 
shows off the 3D capabilities the best. 
Personally, I think it will go down in history 
as another Nintendo success. 

Thorfinn Vass, Caithness 
SEAL: Can I just start by saying what an 
incredibly cool name Thorfinn is and 
that, no, Thor doesn't work for Nintendo 
either. Back to the point. We cover the 


Virtual Boy in such a positive way 
because, despite what everyone says, 
it's quite a cool bit of kit, and respect 
is definitely due as the Virtual Boy is 
the only machine out of them all to 
have concertedly tried something new. 
I'm getting one! 

HOORAY FOR HUGHES 

Dear SEAL 

Why does everyone keep asking for the 
charts and Nindex to be returned? I don't 
want to waste my money on a mag which 
has the same reams of cack in it each 
month. More reviews, more previews 
that's what I want and, so far, that's what 
I've got. At first I thought the mag was 
too expensive, but, when I read the qual¬ 
ity of information in it, the 19th is the 
day I wait for each month. The only thing 
that annoys me is the total smeg-heads 
who write in spelling everything with 
"Z"s. DON'T! I mean, are you all zad 
venderz or something. I only read the let¬ 
ters for the sly answers Seal gives. 

Oh, and as for Kirby - LISTEN, HE'S A 
COMPUTER CHARACTER. HE IS FAT 
AND PINK AND VERY SSSAADDD. 
There, now I've got that out of my sys¬ 
tem. 

PS. Nintendo, take your time over the 
NU64. I don't want good-looking 
games that have as much playability as 
a frozen turd. I'll wait as long as neces¬ 
sary for the games and system and 
would never desert to the scum of the 
earth, Sega. LONG LIVE NINTENDO! 
Gareth Hughes , York 
SEAL: But my pages wouldn't be the 
same without the occasional smeg- 
head. As for the Charts and Nindex, 
well, I agree. The Nindex sucks big 
time - I can certainly think of better 
ways to spend my life, although some 
do find it useful. Sad! As for the 
Charts, what possible use they serve 
unless you're a retailer or developer 
is anyone's guess. Now chuff off 
smeg-head! (That's my sly reply, did 
you like it?) 



Need I remind you by now, that when 
you send in a letter or picture to my 
Mailbag you stand a good chance of 
winning one of OCEAN'S top Super 
NES titles, all thanks to their spon¬ 
sorship of these very pages. You 
stand a blimmin' brilliant chance if 
your entry is any cop - like Matthew 
Taylor's pic this month. So remem¬ 
ber to write down the name of the 
OCEAN game you'd like to win, not 
forgetting your full name and 
address on your letters and the back 
of all artworks. Not like Matthew 
Taylor who forgot and is going to 
have to ring us up with his details 
now. Doh! 


(NMS) 


















IH MOB BESS 


We had a choice: A year’s supply of frogs legs and snails, cour¬ 
tesy of Infogrames. Or an exclusive first look at their game, 
‘Obeiix.’ Guess which one we chose! 


The toughest warrior in all of Gaul is limbering up for another crack Super NES own¬ 
ing Britons. Yes, Obeiix is his name and pounding Romans is his game. That and 
platform jumping - though NMS doesn't remember reading anything about that 
when we were kids! Any excuse to down some of Getafix's special brew though, eh. 


Infogrames are known for bringing to life popular French cartoon characters through 
console games. Last year they presented us with two high-quality Smurf titles, and 
now they've turned their attention to Obeiix. They have also opted to make sure 
everyone feels at home with the action by presenting the game as another plat¬ 
former. It may be disappointing to some people, but 
for Asterix fans across Europe, this may well 

become another winner. You don't have to be fat 
and have onion breath 
to get ahead in life, but 
it sometimes helps. 


J'MAPELLE FOOTBALL 

Super NES players have much to look forward to, 
it would appear. Twenty-five stages, including 
bonus areas, are planned with a variety of game 
styles included. Like Konami's excellent Tiny Toons 
series, Infogrames introduce such diverse chal¬ 
lenges as Rugby, Surfing (actually it's Obeiix in a 
tiny boat), and the Olympic Games. For presenta¬ 
tional value, the Super NES churns out some 
great renditions of Asterix theme tunes and 
keeps players up to date with the storyline via 
neat intermission scrolls. 




L'UN DE GRANDE ET L'UN DE PETIT 

Like any popular Asterix/ Obeiix scenario, this one takes place in 
the Roman Empire, at the time when they were trying to 
convert the Gauls over to their cause. 

Though the game is centred around 
Obelix's rather large person, players in 
both versions of the game may also elect 
Asterix to represent them. In the Super NES 
version, two players may undertake the 
Roman bashing session side by side. The 
proposed objective is to have Obeiix and/ or 
Asterix travel around the world collecting sou¬ 
venirs. We're not quite sure why. Perhaps the 
Romans appreciate a lot of tat, and have 
agreed to clear off if they're presented with 
miniature Eiffel Towers and the like? 


GAME DATA 

■is. Efc 

• GAME: OBELIX 


• BY: INFOGRAMES 


• RELEASE: SEPTEMBER 


• GAME TYPE PLATFORM 

2 PLayC« STnur 

• PLAYERS: 1-2 

opr/oNS 

• CART SIZE: 12 MEG 

L 
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BONJOUR POMME DE TERRE 

Rewards come Obelix's way 
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CHARACT ER 


LE VOITURE ET LEGUMES 

More Obelix shenanigans next month in NMS. 


81 (NMS) 






































Education 


Music 


Movies 


Local Life 


New users 


spinal mmt 


Get ready to gaze into the future of Nintendo! NMS 
regularly offers inside stories on the latest games, 
but - as E3 proved so well - Nintendo are great at 
catching people off-guard. They’re experts at it! VJe 
asked Mark Edridge, Marketing Director at 
Nintendo UK, to soften the blows of what will be 
their hardest-hitting year ever! 


(ABOVE) The options screen from 
which the people of Ipswich are 
accessing what may be the future of 
interactive television. Where it says 
'Games/ read 'Nintendo.' 


NMS: Howard Lincoln mentioned that 
Nintendo would continue to support the 
Super NES in a big way, prior to the launch of 
NU64 in the US. How is Nintendo UK 
planning to respond? 

Mark Edridge: Nintendo UK 
has a strong line-up for the 
Super Nintendo 

Entertainment System. With 
blockbuster games like 
Donkey Kong Country under 
its belt, the video game 
leader will build on its strengths 
with titles like Killer Instinct and 
Donkey Kong Country 2, to be launched in 
the UK before Christmas 1995. 

NMS: NU64 is slated for an April '96 launch 
in North America and Europe. Does this 
include the UK? 

Mark Edridge: Yes! 

NMS: How does Nintendo see the UK games 
market; compared to the one in Japan and 
America? How much does this affect deci¬ 
sions regarding hardware and software 
in this country? 

Mark Edridge: The UK is an increas¬ 
ingly important market for video 
games as fans here are more dis¬ 
cerning than ever. At Nintendo UK 
we have a good indication of what 
will make a winner and push to have 
the latest games releases as soon as we 
can. DKC was a good example of a title 
which was launched in Britain ahead of the 
States and Japan. 

NMS: How does Virtual Boy fit in with 
Nintendo's plans for the future? How much 
does Nintendo's policy differ from the com¬ 
petition? 

Mark Edridge: Virtual Boy is a completely 
new concept; it's unlike any other video 
game platform. Nintendo, as a worldwide 
manufacturer of video games, concentrates 


its resources on developing up-to-the-minute 
technology for both its systems and software, 
putting the company in the forefront of 
games development. Other video game 
manufacturers are unable to match the ded¬ 
ication Nintendo have to developing new 
and innovative platforms. Virtual Boy is 
one such platform which cannot be com¬ 
pared to any competitors product. 
Nintendo has discovered another niche 
in the video games market. 

NMS: As director of Marketing you are 
closer than most to the UK games player's 
expectations. How exciting is it working for 
Nintendo, and why? 

Mark Edridge: One of the greatest bonuses 
is evaluating new games months before they 
are released in the UK. We've got top class 
games like Donkey Kong Land and Killer 
Instinct in the office, so one of the pitfalls is 
having to put the games down and get on 
with "real" work! We've got the Kl 
machine in the office - I rarely 
get to play it because the 
whole team here is fighting 
to have a go! 

NMS: How do you see 
Nintendo developing as 
an entertainment compa¬ 
ny - taking into account 
Nintendo Power's On-Line 
system, 'Gateway' and the 
__ Japanese 'BS-X Satellaview'? 

Mark Edridge: Nintendo is the 
leading force in video game entertainment. 
The company's policy is to concentrate on 
video games technology and Gateway and 
Satellaview are spinoffs of this. Nintendo's 
aim is to always deliver what video games 
players want, but offer product beyond their 
expectations. 


As you might expect, Mr Edridge is reluc¬ 
tant to give too much away. Our ques¬ 
tions try to find out what is really 
behind so many strange, almost disap¬ 
pointing, decisions in recent months. 
Prompting him to talk about the reason 
for Virtual Boy and the delay of NU64. We 
hope his cautious replies help satisfy any 
doubts you might have about Nintendo, 
and how they absolutely will shame the 
competition off the face of the earth this 
coming year. 
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SPECIAl FEATURE 


(BELOW) Old? 
Yes. Boring? 
Absolutely not! 
Nintendo's long¬ 
standing mascot 
- Super Mario - 
is already pre¬ 
pared for the 
future. Hurrah! 


TO BC CONTINUED 


Regular readers of NMS know about the St Giga 
satellite service, available in Japan. With it 
Japanese games players have access to 
nationwide On-line game competitions, 
exclusive data used to boost the info in 
existing Nintendo games, and an elec¬ 
tronic gaming magazine. Well don't cack 
your pants just yet, but it looks like the 
same could happen here! 

On trial at the moment is British 
Telecom's 'BT Interactive TV.' 

From June 22nd this year, 2,500 
customers in Ipswich and 
Colchester were given access to 
Music, Movies, TV, and Video 
Games on demand. Described as 
'one of the world's leading interactive tri¬ 
als,' by BT, the experiment lasts until May 1996. 
Of course Nintendo were obvious candidates for 
the on-line video games service. 


Every aspect of Interactive TV is controlled via the Voyager 
2000 - a control deck not much bigger than a video recorder. 

The unit is powered by Apple Macintosh tech¬ 
nology, using a modified operating sys¬ 
tem to support MPEG plus the 2 Mbit/s 
network interface necessary to handle all 
the info. Finally, without getting too heavily 
into all this, all the services are created 
through an application called Oracle Media 
Objects. There's no satellite dish, cables, or 
extra TV aerial required; as the whole service 
is delivered via the telephone line. Yes, even to 
those homes that still have copper 
wire instead of fibre optic cable! 


FOUR - THE 


FUTURE 


(LEFT) 
Satellaview 
boasts one of 
Japan's top 
models as a 
game-show 
host. Not 
bad , eh! 
(The girl , 
you fools , 
the girl!) 


(RIGHT) 

Presenters of 
another BS-X 
channel. 

These scary 
blokes are a cross 
between Robin 
Williams and the 
Beastie Boys. Hel-lup! 




Though video games don't come part of the initial 
start-up package for BTITV, what is eventually on 
offer is worth the wait: A choice of 40 games, down¬ 
loaded at a rate of 2Mbits a second, are planned for 
just £6.99 a month. Or, if you prefer, 99p to £3.99 a 
go. Of course what we hope will happen, should the 
system take off, is that all those services available to 
the Japanese - country-wide competitions; exclusive 
game data, and magazine information - will become 
part of the package too. NU 64 being able to trans¬ 
form the video game service is another fantastic pos¬ 
sibility. One that Nintendo UK 
are sure to be keeping in mind. 


(ABOVE) 

Nintendo 
present 
Satellaview 

purely on a fun level. BT 
would like to be taken 
more seriously. 


In the run up to NU 64, you're sure to 
find many magazines speculating until 
they are blue in the face. Or, more than 
likely, red with embarrassment. Nobody 
truly knows Nintendo's plans for the 
year ahead, but the most reliable 
source of news will only be found in 
the official magazine. You can be 
sure of that. We know Nintendo are 
planning something radically different 
for NU 64; something way beyond the 
Saturn and PlayStation - machines 
that already seem retarded by compari¬ 
son. We also know that the next gener¬ 
ation won't truly arrive until Nintendo 
make it happen with their 64-bit 
machine. We're looking toward a very 
exciting future. And NMS is the only 
magazine on the inside! 
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MAHIO S VB TENNIS 


You only see things one way! You’re so limited! All 
you see is up and down, left or right - in video games 
you do. But given the chance to change your point of 
view, would you? Nintendo certainly hope so. 


This is the pack-in game, chosen for its simple but convincing use 
of 3-D. The game play is easy enough to get into, leaving 
the astounding visuals to do the job of selling the 
machine. The same line-up of contestants that entered / 
the Mario Kart challenge are eager to prove their / 
skills with the racket, in either singles or doubles / 

matches of Virtual / 

\ Reality Tennis. 


Virtual Boy is Nintendo's latest invention, following in the tradition of 
Game & Watch and Game Boy. Both these gadgets are considered 
hallmarks of cool for late Seventies, then late Eighties kids. Virtual 
Boy is arriving just in time to do the same for the Nineties. Mark our 
words, it's going to happen though it's happening in Japan first. 


To mark the release of Virtual Boy in 
Japan, NMS gives you some idea 
of what it's actually like to play the \ 
initial batch of games available. \ 
Look at the pictures, read the 
descriptions and imagine what you 
could be playing in a very short 
time. This is Nintendo's way of say¬ 
ing let 1 6-bit handle the usual stuff, 
and Virtual Boy show what 32-bits 
can really do! 


Nintendo have three games available 
in Japan at present, one of which is 
packaged with the machine. The 
Japanese press don't have a bad word 
to say about them, in fact there's noth¬ 
ing but praise. So, what are they all so 
excited about! 


As you can see, Virtual Boy renders the players to 
look very solid and clear. To fully appreciate the full 
range of tricks the Virtual Boy can perform with this 
i game, it's best to select a doubles match. Whenever 
\ your player is closest to the net your partner is 
l behind and therefore out of view. Just like the real 
l thing, you have to rely on their judgment to keep 
\ the ball flying back over your shoulder during a 
\ rally. In any situation, players are given freedom 
\ to run right up to the net or play from the base- 
—* line, with the court smoothly tracking every move. 


YOU WANTED DEPTH TO YOU 


TELEROBOXER 


All boxers in this tournament are 
robots, hence the term 'ro-boxer.' 

They're also controlled by means 
of telecommunication, giving you 
the full title 'Tele-ro- 

- boxer.' Teleroboxer 

jr turbo injects the 

\ concept of / 

\ Super Punch f 

j Out, delivering awesome possi- | 

/ bilities for personalising your l 
j fighting technique. There are six \ 
v / types of blocks and punches, all \ 

performed by skillful manipulation 
y^ ^x of the two VB cross-keys. 

N \ Teleroboxer's most impressive 
\ 3-D effect is when your droid 
\ is KO'd, where the oppo- 
\ nents punch is so powerful 
it cracks the screen!!! 


GALACTIC PINBALL 

Nintendo really push back the boundaries of what to expect from a 
couple of flippers and a silver ball, by letting the 3-D element really 
take over. Because the effect is so natural, effects such as elevated 
ramps are no problem for VB to create. In fact several layers of 3-D 
are achieved, combining the depth of the table itself with some 
highly unexpected twists introduced through four bonus tables. At 
the start of each game, a UFO descends from between the play- 
\ er's eyes and onto the table. It's the first of many opportunities to 
\ say, "Woooow!" 


/ Players control 'Harry,' a stan- |_ 

/ dard Teleroboxer with average 
yS ability. Like the other seven fighters in the tourna- 

^x^_ment, however, Harry practises special techniques 

activated Street Fighter II style from the left-side cross¬ 
key. A reverse Fireball manoeuvre, for example, initiates Harry's 'Machine- 
Gun Punch.' His opponents come similarly well prepared for battle. The 
droid named Prin launches missiles from its chest. Another, Dorihey, is con¬ 
structed with a head shaped like a drill. Harry doesn't want to clash heads 
with that one! The more agile contenders for example Spokong are able 
to use kick-boxing to their advantage. 


For sheer visual impact, \ / 

the high point of all four \. ^y 

_ bonus tables is definitely 

'Colony.' Once here the viewpoint changes to 
allow for full 360 degree movement, and the game is transformed into 
StarWing style shoot 'em up with a cross-hair used for targeting! In 'Alien' trails 
of rings circulate the 3-D head of an extraterrestrial Nosferatu. It's so ugly you 
just have to bombard it with as many balls as possible! The others, 'Cosmic' 
and 'UFO,' are loaded with special rewards for hitting the right buffers in 
sequence. We noticed that the name of Samus Aran (of Mctroid fame) features 
too. Though we suspect this has more to do with Gunpci Yokoi's involvement 
rather than any likelihood of meeting up with any virtual Mother Brain. 


CEB 


HUDSON SOFT 

Your first insight into how a Virtual Boy game actually looks. Andy 
really went crazy about Vertical Force at the recent E3, and Panic 
Bomberman uses bold characters to give strong descriptions of 
\ background and foreground. 


VERTICAL FORCE 

A great excuse to revel in the joys of vertical scrolling shoot 'em 
ups. This time the 3-D creates a need for extra spatial aware¬ 
ness, as players struggle to contain alien craft within three depths 
of field. 

A drone craft is operates between the three dimensions, being 
brought to and fro by the player at will. For example, it's possible 
to have the drone blast the uppermost plane while your fighter 
handles those areas below. The bosses make clever of this layering 
effect too. Not only do you have left, right, up and down to consid¬ 
er; there's in and out to worry about also! 


spiciAi mmi 


TRY THIS ONE AT HOME 

Hudson Soft have kindly provided NMS readers with a little 
experiment to carry out. You might wonder why shots of their 
games are printed on these pages twice. That's because, if you 
look more closely, you'll see that they are slightly different. To 
see the pictures in 3-D, join the dots above the screen-shots by 
going slightly cross-eyed. Next gradually relax your eyes until 
your focus sharpens on the central image. It's fun to try, though 
NMS cannot accept any responsibility should the wind change 
so you end up cross eyed for life! Of course, you don't need to 
go cross-eyed at all to play Virtual Boy. It's as effortless as peer¬ 
ing through binoculars, except into another dimension. 



A drone craft operates between the three dimensions, being brought to and 
fro by the player at will. For example, it's possible to have the drone blast 
the uppermost plane while your fighter handles those areas below. The 
bosses make clever of this layering effect too. Not only do you have left, 
right, up and down to consider; there's in and out to worry about also! 





Game play remains unchanged from the Super NES version of Panic 
Bomberman. The difference Virtual Boy makes is in the presentation. As we 
mentioned the explosions have bigger impact, and the large anime-style 
characters make a greater impression by leaping to the foreground each 
time a special power is activated. 


PANIC BOMBERMAN 

Players back away from their VB screen as explosions leap out from 
the screen. Panic is a puzzle game similar in style to Hebereke's 
Popoon. Players use their characters' power, triggered by scoring 
chain-reactions of explosions, to complicate an opponents' chances 
of doing the same. 


RED FOREHEADS 

There are so many other games soon to become avaliable for 
Virtual Boy in Japan we simply didn't have room to feature them 
all. However, stick to NMS and you won't miss out. We have tons of 
Virtual Boy coverage planned. Not least the official review of the 
hardware sometime in the near future. Of course, if you prefer, we 
could always talk about Sega's 32XM! 


CEB 
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To capture the spirit of The mask in a Super NES 
game. Now that’s some challenge! But it’s one 
THQ have had a better chance at meeting than 
most, because they’ve been working directly with 
New Line Cinema, and special effects gurus: 
Industrial Light & Magic! 

"Vie took a trip up there and they showed us the story¬ 
boards. They had a whole wall covered with storyboards 
showing us the effects/' said a THQ spokesman. "Vie were in 
constant communication with them and they were sending us 
effects as they finished them. What we were trying to do was 
make 'The Mask' on the screen 
look and feel as much like the 
effects in the movie, so we 
were paying a lot of attention 
to what ILM was giving us." 

Well here's where we discover 
the truth behind such promis¬ 
ing statements, as NMS pre¬ 
sents an exclusive first look at 
the game in progress. 

GREAT SFX 

"What they were telling us was 
that 'The Mask' is this wild car¬ 
toon character that can do just 
about anything, so we've been 
letting our imaginations go." 

He is indeed, and THQ have 
gone all out to achieve this 
goal. In fact the Super NES 
incarnation of Ipkiss' maniac 
alias out-does his big screen 
partner for outrageous behav¬ 
iour. Take a look for yourself. 
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GAME DATA 


• GAME: THE MASK 

• BY: THQ 

• RELEASE: SEPTEMBER 

• GAME TYPE: PLATFORMER 

• PLAYERS: 7 

a naoT c/7r- ic n/irn 
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GREEN PASTURES 

THQ were given free license form 
New Line to expand the concept of 
the movie, so they've chosen to mix 
familiar locations with new. So expect 
to see Ipkiss strut through the Coco 
Bongo Club, before taking his screwy 
crusade into the stinking sewers. A 
pungent experience hard to forget! 


BOOM CHIKA-BOOMH! 

King of the Rumba beat, Cuban Pete, 
makes an appearance in the game too 
He's just one of the sight gags THQ 
have included to imitate the great 
character of the movie. They're aiming 
for authentic sounds too, so hopefully 
we can expect to hear the infamous 
Ssssssmokin!' catch phrase among 
others. Of course this is all down to 
memory limitation. Says the THQ 
spokesman, "We'll be limited 
more by space than creativity." ^ 
Well, at least they've got their ' 1 
priorities right. 
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WIN A LOT OF WICKED WARNER HOME VIDEOS! 



I sn't it always the way. You're sitting in front of 
the telly waiting for that cracking sci-fi film to 
come on after the ads. You've been looking for¬ 
ward to the next couple of hours for ages, 
and what happens? Of course... older 
brother or sister wants to watch the lat- A 

est intrigue in some tacky Aussie soap. £ 

Pah! Sometimes you just wish you had jH 
an extensive library of classic sci-fi TV m 
and movie videos ready for the 
watching. Well we can't promise 


Yep, that's right. To coin¬ 
cide with the launch of their 
new collectors series of Sci-Fi 
Classics, Fantasy Classics, Cult 
Classics, and Serial Sci-Fi, 
we've got goodies galore. 

But these are no ordinary 
vids, nope, to make them afl 
the more collectible certain 
titles include rare Pi 

widescreen versions, 
original cinema trailers, l 
and 'Making Of' 
documentaries. 


THE LISfTN FULL 

So we've caught your attention. Now you want to know is what's 
up for grabs! From the Beygnd Vision jcatalogue we've hand picked 
TEN of the coolest titles on offer, guaranteed to improve any collec¬ 
tion. Cast your eyes down the list anaftry not to drool too much 
over the Hebereke page opposite that Pete so lovingly designed! 
Just think you could pick out a classic vid from this collection and 
watch it whenever you want! Go on check out the list... 


Blade Runner - Director's Cut 

Westworld 

Forbidden Planet 

Batman 

Batman Returns 
At The Earth's Core 
Babylon 5 Pilot 
Babylon 5 Vol. 1 
Babylon 5 Vol. 2 
Babylon 5 Vol. 3 

Not bad eh?! So now you've got to do your bit and answer these r , 
three brain teasers, before whacking them down on a postcard and 
sending them to NMS Central for our top adjudication skil ls Jo b e 
put into motion. 


THE QUESTIONS 

1. Which white-haired Naked Gun star faced unknown alien forces 
in the 1959 film, Forbidden Planet? Is it? 

a. Lesley Judd 

b. Leslie Nielsen 

c. Lesley Garrett 


2. Futuristic thriller, Bladerunner, is set in which city? Is it? 

a. Norwich _ 

Los Angeles 

3. After Batman and Batman Returns, whaLi^he title of the third" 
Batman movie due out this summer. Is it? 

a. Batman Forever 
Batman 

c. Batman Has Steak For Tea 

Got that? Know the answers? Good! Now send that kjcky postie to: 

WIN A LOT OF WICKED WARNER HOME WIDEOS! NMS, PRIORY 
COURT, 30-32, FARRINGDON LANE, LONDON, EC1R 3AU. 

Usual compo rules apply. If that's okay with you. 
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IN PNBBRESS 


MAKE THE CONNECTION 

Okay, 1 told a little white lie back there. It's 
nowhere near as simple as I made out. 
Poroporos hate being destroyed and make 
the player's task as hard as they can by mov¬ 
ing up and down or left and right to avoid 
being caught. The best tactic is to try and 
land a Popoon on top of them or next to 
them to limit their movements. Don't let their 
cute appearance fool you, those Hebereke 
kids are as sneaky as the day is long. 


MULTI-COLOURED POP SHOP 

There are two ways to sample your popoons 
in Popoitto - as a lone gamer and in a two- 
player versus game. The one-player game 
takes the form of a story mode as you and 
your chosen Hebereke representative take 
on the rest of the crew in a series of increas¬ 
ingly difficult challenges. However, it is in 
two-player mode that the real fun starts. The 
utmost forethought is demanded of the play¬ 
ers in setting up the devastating chain reac¬ 
tions that cause Poroporos to rain down on 
your opponent's half of the screen whilst try¬ 
ing to maintain a good, clean puzzle your¬ 
self. The end result is some fraught and very 
taxing matches indeed. 

No firm release date has been fixed for 
Hebereke's Popoitto as yet, but rest assured 
NMS'll be the first with an EXCLUSIVE review 
the moment it is released. 




GAME DATA 

• GAME: HEBEREKE’S POPOITTO 

• BY: SUNSOFT 


• GAME TYPi PUZZLE GAME 

• PLAYERS: 1-2 

• CART SIZE: 8 MEG 




As far as cute characters go, nobody makes them cuter than the 
Japanese . As far as Japanese cute characters go, none come 
cuter than the Hebereke crew . And now the little white duck and 
co . are back in yet another maddeningly adorable puzzle game - 
Hebereke's Popoitto . 


As seems to be the case with practically all puzzle games these days, Popoitto has 
players matching similarly-coloured blobs - Popoons - as they fall in pairs from the 
top of the screen. Connecting four of the the same colour in a horizontal or vertical 
line causes them to disappear. The overall object being to destroy the various 
Poroporo - the Hebereke character blobs - by incorporating them as part of one of 
these coloured lines. It's as simple as that! 
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WORM WORLDS 

Under research at present are the worlds in which the worms will 
do battle. The intention is to provide six maps for each of the five 
scenarios - Woodland, Snow and Ice, Fantasy, and Futuristic - each 
presenting the combatees with a new set of obstacles and hazards 
appropriate to the landscape. Watch the little devils slip and slide on 
the ice, and hide behind the conveniently placed fir trees in the forest. 
But whatever happens, never allow the worms to stray too close the 
water's edge - take a dunk and the worm's dead! 


What do you get if you feed a colony of ordinary garden worms 
on steroids and arm them to the teeth with manifold weapons of 
mass destruction? Worms... that’s what! The game that 
promises to be the most addictive multi-player blast-fest on the 
Super NES and Game Boy. 


Currently under conversion to the Super NES, Worms has unsurprisingly 
caused a serious stir in the Amiga market. It's a simple affair really - each 
player is given a team of the fine worm critters to personalise with their own 
names, and the team is dispatched on the terrain to face the onslaught of up 
to three other teams of equally armed pink marines. 

Taking turns hurl firepower at each other the players slowly, but surely 
knock the stuffing out of the enemy until a recruit's hit points giveway and 
the fellow heads for the great worm in the sky. But it doesn't boil down to 
guns alone, as defensive tactics go the players have the chance to lay iron 
girders, blocking attacks from above. As far as the gameplay goes. Worms 
promises to deliver something new, especially in the multi-player field, and 
expect to see all the latest developments in a future issue of NMS. 
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V ORM HAS TURN» 

T ‘ (ffetty obvious by now that the whole purpose 

* * Worms isjd blow the hock out of the opposi¬ 

tion and central to success is the supplied arse¬ 
nal At the current stage of development 20 
weapons are available and from the brief chance 
we had to play the game, picking the correct 
met hod Q fjaj^^ition is everything. The range 
Jin offer.would put WqjflU potion's armed forces 
IS-shame features among the following 

i- Wif ^fies - Bazooka|ldoming Missile, Grenade, 

" ** Cli^fer tt^nb, Shotgun, Uzi, Dragdh Punch, 

Fireball,^ynafitfi. Mines, Airstrike, Kamikaze, 
Minigdn, and Prod. 'SI 




A BRIEF HISTORY OF WORMS 

In all the publicity that surrounds the launch of a new game it's often the pro¬ 
grammers who become forgotten in the excitement, so NMS decided to have a 
chat with Andy Davidson, the creator of Worms. 


NMS: Where did the idea for Worms come from? 

AD: I wanted to write a multi-player game and when I had a Spectrum, I quite 
liked the old 'Artillery' games where two tanks tried to blow each other up. But 
they got boring quickly, so I replaced the tanks with things that could walk and 
jump. 

NMS: So why Worms? 

AD: I wanted the game to be as stupid as possible - something that was a laugh 
to play and a game that would appeal to as many people as possible. Extreme 
violence against small pink worms seemed to do the job! 

NMS: How did you break into the games industry to sell the game? 

AD: I decided to go to the ECTS in September 1994 to show it off to some soft¬ 
ware companies and after talking to Team 1 7 they asked me if I wanted it pub¬ 
lished. It was a good day! 






GAMEBOY’S 
GOT WORMS! 

Also on the development cards is 
a tidy conversion of the title to the 
screens of Game Boy owners 
across the land. Weighing in at 
around four MEG, the plan is to 
capture all of the maps and levels 
of the 16-Bit version, only with less 
of the detail and parallax. According 
to Mark Stamps, conversion programmer, "With the 
correct graphics in, it looks really rather cute". 


PROGRESS 


GAME DATA 

• GAME: WORMS 

• BY: TEAM 17 

• RELEASE: OCTOBER 

• GAME TYPE: PUZZLE GAME 

• PLAYERS: 1-16 

• CART SIZE: 16 MEG 
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Through desert and jungle the battle has raged. And now the 
conflict is brought to your doorstep in the third part of the clas¬ 
sic copter waste ’em up - Urban Strike. 


GAME DATA 

• GAME: URBAN STRIKE 

• BY: THQ 

• RELEASE OCTOBER 

• GAME TYPE: SHOOT ‘EM UP 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


m m 

mgm, Vi ' ^ A 


Super NES owners have always had a raw deal when it's come down to con¬ 
sole helicopter high jinks, the Strike series being a perfect example of this. All 
three titles smash hits on the Megadrive, it seemed that in one area Sega 
owners had one-up on the big N. That was until the ultimate Desert Strike hit 
home surpassing the opposition with bigger and bolder sprites and vastly 
improved sound. Following this. Jungle Strike took the series one stage fur¬ 
ther by including novel gameplay features and greater graphical depth. And 
now the battle of the oscillating blades comes home over American ski£ 9 . ; 

Set in 2001, the old US of A faces crisis at the hands of media mogul HR^ 
Malone. Hell bent on taking control of the world's largest democracy, Malone 
has initiated a series of plans to culminate in the firing of his secret weapon. 
From start to finish, the player has the task of putting an end to every part of 
the plan in an attempt to keep up with Malone's amassing forces, 
chopper can penetrate the defences and save 
Boasting even larger missions and lusher grap 
NMS proudly present the EXCLUSIVE first Jook 
ment. Feast your eyes, and look out for 


WHIRLWIND TOUR 

Whereas before the action was relegated to 
the desert and the jungle, now the helicopters 
are on a whistle-stop tour of the North 
American continent. Through the islands of 
the 51st State, Hawaii; across the deep blue 
waters of the Baja peninsula; into the suburbs 
of San Francisco; and eventually searching 
the night life of the entertainment capital of 
the world, Las Vegas, to mention but a few, 
the battle rages on through familiar land¬ 
marks. What's more, on further investigation 
many secret delights are set to spring from 
the undergrowth to keep all pilots on their 
collective toes. 
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H E L C O H E BREK . LOHHR 
OUR TRRGET THX3 TIH 

IS H R M R l_ O M E . 


CHOP # N f CHANGE 

Anyone who's ever played a Strike game will know it's not all 
chopper, chopper, chopper. Out in the Jungle episode players 
had the chance to pilot such unlikely vehicles as a hovercraft 
and a stealth bomber. In Urban Strike, however, not only is 
there a change of helicopter, but a complete disregard for all 
machinery as the pilot takes to his own two feet for a spot of 
hand to hand combat. 


X 


41 


CHOPPERS 

When all's said and done, by far the most important vehicles 
are the two copters. Both have similar control systems, so 
they're easy to fly, the difference being one is predominantly 
an attack chopper; the other passenger carrying. 


* 11 


’ ! ! ! 


(ABOVE) It's a film. 

No a book. It's not a 
book? Why did you do 
a book then? Oh yes 
you did! Okay , start 
again. Two words... 
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MOHICAN 

Swift, manoeuvrable, and stacked to the hilt with unnecessarily 
powerful weaponry, the most of the missions feature the 
Mohican. On-board the armaments include a max 60 Hydra 
rockets, nine Hellfire rockets, and 1000 rounds of Chain Gun 
ammo. On the downside, the Mohican's armour is only half of 
the Blackhawke and being a gunship it isn't too useful for car¬ 
rying large amounts of passengers. 


(RIGHT) Now if I 
raise my arm and if 
you could all watch 
that monitor over 
there. See how the 
barrel of the cannon 
moves in an exact 
replication of my 
muscular orientation. 


BLACKHAWKE 

A mere pleasure vehicle when compared to the agility and fire 
power of the Mohican, the Blackhawke comes into its own 
when faced with a barrage of on-coming fire thanks to double 
the armour shielding on the exterior. In the guns department, 
even though only 60 missiles are up for grabs, the Blackhawke 
compensates with two Chain Guns. 


■ i a u u 
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ON FOOT 

On completion of the missions in Baja, San Francisco, and Las 
Vegas the trusty pilot has to finish the job on foot. In an iso¬ 
metric field of view the enemies come in the form of other sol¬ 
diers and remotely controlled missile launchers and gun. 
Naturally in this state the pilot in more vulnerable to attack - 
the Flak jacket offering only 200 armour points - but he does 
have nine Hydra missiles and 200 rounds of ammo for the MR9 
semi-automatic. 
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SUPPLIES 

As in the previous helicopter extravaganzas of the series, the 
tours of duty won't last very long without supplies. In the earlier 
missions drums of fuel, crates of ammo, and armour containers 
are often openly available or hiding under the odd Hawaiian 
shack. For added efficiency a quick winch can be located to 
speed up the process of taking stocks on-board. One word of 
warning: as the missions progress and the player moves further 
and further into the game, the supplies become scarcer and 
scarcer, until the point is reached in the final stages where 
every last shot and manoeuvre has to be considered. 


WATCHCOM INFORMATION CONSOLE 

A lifeline to the outside world, the Console provides all the vital 
information for navigational and mission purposes. Orders are 
transmitted directly from Strike HQ and include up-to-the- 
minute images of enemy sites, friendly supply station, and 
detailed instructions of the task in hand. Although surveillance 
has covered most of the early encounters, pin-pointing posi¬ 
tions requiring special attention, things soon become shrouded 
in mystery only to be revealed by secret agents behind enemy 
lines. With the lack of on-screen instruments for ammo, fuel, 
and armour, the Console also keeps the pilot informed of the 
state of operations. 


(ABOVE) ...honestly , 
you wouldn't have 
expected it. I was 
only pulling this nail 
out of the carpet - 
the one by the door 
- and all this water 
started coming up 
through the hole. Of 
course the chicken's 
ruined. Ruined. It'll 
just have to be sand¬ 
wiches. Oh look, 
there's a helicopter. 


GROUND ASSAULT VEHICLE 

Time to burn some rubber in the sleepy 
Mexican countryside in a rather nippy little 
number. The controls may appear somewhat 
confusing at first, but once you're in the 
swing, the ground troops and other tanks will 
wish they'd stayed in bed. 
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NINTENDO 


GAME BOY 


Also scoring remarkably well, especially in 
the "cute" and "Paul Davies" departments, 
comes Kirby's Dreamland 2. Yep, Kirby's 
back in his quest to banish the evil King 
Dedede and this time he's not taking any 
mess - he's brought his pets! Thrill as Kirby 
clambers inside a fish called Kine and gets 


NINTENDO 


GAME BOY 


in the swim, scream in delight as he hangs 



It's quite amazing what a fresh coat of paint has done for the hitherto 
humble hand-held's reputation. Yep, Game Boys are hip again - not that 
we ever thought they weren't in the first place - thanks to the all-new 
"What Colour's Yours" series. Gamers may now bond with their 'Boys in 
four fetching shades - scorching red, Kong-tastic yellow, a sinister black 
and chilly-the-most, transparent. £44.99 is the meagre price being asked 
for these highly collectible items and, heck, Nintendo have even thrown 
in a see-through carry case too. Perfect for holding your spanking new 
game Boy plus several games of your choice on the beach. What cooler 
way to play Donkey Kong Land? Buy them all now! 


beneath Coo the Owl and takes to the skies 
and fall about as he mounts Rick the 
Hamster and, well, just chuffs about the 
place in that inimitable rodent-augmented 
manner of his. But be warned, copies of this 
title are in strictly limited supply so we rec¬ 
ommend that you give the Nintendo 
Hotliners a call on 01703 652222 - they 
should be able to tell you where to buy this 
tasty little item. 
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way to'b .wwporr ^ iowdowh with the nefarious > 
King K Roof. This game is nothing short of a 
miracle - not only because Rare have man¬ 
aged to cram stunning SGI generated graph¬ 
ics onto a four-meg cart, but also in that the 
gameplay is almost perfectly conceived, 
packing a considerable challenge yet allow¬ 
ing progress without frustration. Donkey 
Kong Land is, unquestionably, the best game 
on the Game Boy. We cannot recommend it 
highly enough. Buy it strong! 
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“4* SAVE 


-- £40 


Aflat. 


MORTAL KOMBAT 2 

24.99 



SECRET OF MANA ILLUSION OF 

33.99 33.99 

SUPER NES GAMES 

• = NEW GAME 

ADDAMS FAMILY VALUES .40.99 

AKIRA .39.99 

ALIEN VS PREDATOR .33.99 

ANIMANIACS .22.99 

ARCHER MACLEAN'S SUPER DROPZONE 31.99 

BARKLEY SHUT UP AND JAM! .29.99 

BATMAN RETURNS .19.99 

BATTLETOADS AND 

DOUBLE DRAGON .29.99 

BIG SKY TROOPER • .42.99 

BIKER MICE FROM MARS .26.99 

BUBSY 2 29.99 

CANNON FODDER .40.99 

CARRIER ACES .39.99 

CHOPLIFTER 3 .21.99 

CYBERNATOR .19.99 

DEMOLITION MAN .39.99 

DIRT RACER SFX • .39.99 

DONKEY KONG COUNTRY .49.99 

EARTHWORM JIM .44.99 

EEK THE CAT .24.99 

FEVER PITCH • .37.99 

FIFA SOCCER .34.99 

FL1NTSTONES (THE MOVIE) .35.99 

GHOUL PATROL (ZOMBIES 2) .44.99 

HEBEREKE’S POPOON .36.99 

ILLUSION OF TIME .33.99 



ATARI LYNX 2 29.99 



TIME INT’L SUPER SOCCER MYSTICAL NINJA 

39.99 -£3xs 19.99 


WITH BATMAN RETURNS 

POWERFUL 16BIT HANDHELD AT AN 
UNBEATABLE PRICE. 

MAINS ADAPTOR FOR LYNX .12.J 

TOP FIVE SOFTWARE 

CHECKERED FLAG .10.99 

STEEL TALONS .9.99 

PINBALL JAM .11.99 

WORLD CLASS SOCCER .11.99 

WARBIRDS .14. 


JOHN MADDEN ‘93 9.99 

JUDGE DREDD • .46.99 

JUNGLE BOOK .37.99 


JUNGLE STRIKE .36.99 

\<\rK npp di qq 

KID CLOWN’S CRAZY CHASE .35.99 

LEGEND.29.99 

LEGEND OF THE MYSTICAL NINJA ...19.99 

LEMMINGS 2 .37.99 

LETHAL ENFORCERS (WITH GUN) ...49.99 

LION KING .44.99 

LORD OF THE RINGS .37.99 

LOST VIKINGS .19.99 

MADDEN NFL '95 29.99 

MAN UNITED CHAMP SOCCER .36.99 

mIrIO ALL STARS .24.99 

MEGA MANX .33.99 

MICKEYMANIA .36.99 

MICRO MACHINES .38.99 

MORTAL KOMBAT .24.99 

MORTAL KOMBAT 2 24.99 

NBA JAM - TOURNAMENT EDITION ...51.99 

NBA LIVE '95 (BASKETBALL) .44.99 

NHL PA ‘93 ICE HOCKEY .22.99 

OPERATION STARFISH .32.99 

PGA TOUR GOLF .19.99 

PINBALL FANTASIES .32.99 

POCKY N ROCKY .39.99 

POP ‘N’ TWINBEE .23.99 

POWER RANGERS .43.99 

RISE OF THE ROBOTS .39.99 

SECRET OF MANA .33.99 

SIDE POCKET .35.99 

SOUL BLAZER 2 .40.99 

SPARKSTER .24.99 

SPIDERMAN .46.99 

STAR TREK - STARFLEET ACADEMY 37.99 

STARWING.14.99 

STREET RACER .32.99 


STREETFIGHTER TURBO 

STUNT RACE FX. 

SUNSET RIDERS 
SUPER BOMBERMAN (4 PLAYER) 

SUPER BOMBERMAN 2 . 

SUPER INTERNATIONAL CRICKET 
SUPER MARIO KART 
SUPER METROID 
SUPER MORPH 
SUPER PUNCH OUT 
SUPER RETURN OF THE JEDI 

SUPER TURRICAN 2 • . 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS . 

TELSTAR 100% ADVENTURE 
SUPER PUTTY AND 
SUPER MARIO WORLD 



TERMINATOR 2 - THE ARCADE GAME 

THE MASK . 

THEME PARK . 

THUNDER IN PARADISE . 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE . 

TRUE LIES . 

UNI RALLY . 

VORTEX . 

WARLOCK . 

WARIO’S WOODS . 

WING COMM - SECRET MISSIONS 
WORLD LEAGUE BASKETBALL ... 

WWF RAW . 

X KALIBRE . 

YOGI BEAR - CARTOON CAPERS 

ZELDA 3 - LINK TO THE PAST . 

ZOMBIES 


...39.99 

19.99 

.37.99 

.36.99 

.41.99 

.26.99 

.45.99 

.39.99 

.38.99 

.44.99 

.26.99 

.24.99 

..9.99 

.39.99 

.29.99 

.29.99 

.26.99 

19.99 


SEGA SATURN 

WITH 
VIRTUA 
FIGHTER 
AND ONE 
IOYPAD 

349.99 

SATURN BRINGS THE ARCADE 
EXPERIENCE TO THE HOME 
3 X 32 BIT RISC PROCESSORS. 900 
TIMES MORE POWERFUL THAN 
CURRENT 16 BIT CONSOLES 
16.77 MILLION COLOURS, DOUBLE 
SPEED CD ROM DRIVE, PLAYS 
MUSIC, PHOTO, CD+G CD’S, 
INCLUDES SCART LEAD 

SATURN SOFTWARE 

CLOCKWORK KNIGHT .31.99 

DAYTONA USA .41.99 

PAN2A DRAGOON.41.99 

PEBBLE BEACH GOLF .34.99 

VIRTUA FIGHTER .41.99 

VICTORY GOAL.34.99 

SEGA RF UNIT REQUIRED FOR 
SATURN TO CONNECT TO TV 
VIA RF AERIAL SOCKET .24.99 



SUPER NES DEALS 

SUPER NES MARIO ALL STARS PACK 79.99 

SUPER MARIO 1,2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH STARWING .79.99 

SUPER NES WITH S/FIGHTER TURBO 79.99 
SUPER NES WITH FIFA SOCCER AND 

MARIO ALL ALL STARS .94.99 

SUPER NES WITH D/KONG COUNTRY 111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 

NINTENDO SUPER GAMEBOY ADAPTOR 44.99 



TECNOPLUS NINTENDO PAD QJ SN PROGRAM 4 PLAY ADAPTOR 


SAITEK MEGAPAD 6 

SLOW MOTION AND TURBO FIRE ...12.99 

TECNOPLUS CONTROL PAD .10.99 

NINTENDO CONTROL PAD .16.99 

QUICKJOY SN PROGRAM PAD. WITH 
AUTOFIRE AND SLOW MOTION. HOLDS 
MOVES IN MEMORY .19.99 

SCART LEAD SNES TO TV .9.99 


PHASE 9 4 PLAYER ADAPTOR. FOR 

SUPER BOMBERMAN AND OTHER 
4 PLAYER GAMES.14.99 

2ND LIGHT GUN PLUGS INTO 1ST GUN 
FOR 2 PLAYER ACTION IN LETHAL 

ENFORCERS .17.99 

DUST COVER .3.99 

HI-FI LEAD SNES TO TWO PHONO 12.99 


^ HEAVY discounts 
HUGE range 
10am to 8pm Daily 

01279 600204 

Fax 01279 726(42 
(we ll fax back to confirm) 

Win a Sony PlayStation 

Free competition to members 
, See the Club Magazine / 

~WE ONLY S UP PLy’m EMBERS BUTYOlI CAN ORDER AS YOUJOIN n 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAR (12 issues) £7.00 £9.00 £1100 

SIX MONTHS (6 ISSUES) £4.00 £6.00 £7.00 

Each issue includes £15 of new XS Savers. Members are under no obligation. 

All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 



(BLOCK CAPITALS please) 

Name & Address_ 


INTO 


Phone No_ 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


_Postcode_ 

If Mac or PC please state DISK or CD ROM 

Machine 


item 


item 


item 


Please use this box to add any optional fast delivery charge 

1st Class Post 50p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT £ 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SIGNATURE 


SWITCH 
(ISSUE NO 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM2) 9PH 

or FAX a credit card order on 01279 726842 - and we ll FAX back 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. Time of going to press 27.06.95 E .& O.E. 
^SAVE = Saving off full retail price. Inter-Mediates Ltd, The Makings, Sawbridgeworth, Herts._j 


97 (NM$) 




































































































































































































































Test your skills against the pros in these 
spectacular 4 meg. conversions from 
EA SPORTS™ best selling 16 bit versions. 

There's ice-breaking, slap shot action, toe¬ 
curling tackles, huge sprites and 3 modes of 
play with the toughest guys from the NHL. 
Then, experience a whirlwind tour of 4 of 
Europe's prestigious golf courses with 3 
modes of play and loads of game options. 

ALSO AVAILABLE NOW ON GAME BOY 
FIFA INTERNATIONAL SOCCER 

Developed and published by Malibu Games under license from Electronic Arts 


Malibu Games, 4 The Parade, Epsom, Surrey KT18 5DH Telephone: 01372 745222 Fax: 01372 740380 

EA SPORTS and the EA SPORTS logo are trademarks of, and Electronic Arts is a registered trademark of Electronic Arts. NHL and the NHL logo are registered trademarks of the NHL and used under 
license by Electronic Arts. PGA EUROPEAN TOUR and its logo are trademarks of PGA EUROPEAN TOUR. Nintendo, Game Boy, Super Game Boy and the official seal are trademarks of Nintendo Co. Ltd. 

Malibu Games is a division of T«HQ, Inc. © 1995 T»HQ, Inc. 




























